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Let's talk about Siege 


From Y9S1 to Y9S1.3 


TL;DR 


The Devs think that Player Versus Player FPS and Military Shooter are the same thing. The Devs are wrong. The prime 
reason why we play one or the other is different. And accessing one goal requires renouncing to the other. 


- People play PVP FPS because it's fun to face opponents in a shooting contest (in a game). Examples of PVP FPS : CS, 
Valorant, Apex Legends, CoD, Battlefield, Halo, etc. 


- People play Military Shooters because it's fun to dive into a battle field (in a game). Examples of Military Shooters : 
Ready or Not, Ground Branch, Squad, Insurgency Sandstorm, Post Scriptum, Escape from Tarkov, etc. 


Siege may have a theme identical to some Military Shooters. It may come from a Military Shooter. But it's not a Military 
Shooter. Military Shooters have an Immersion core, and no Dexterity core. Siege has three cores: Dexterity, Tactics, 
Teamplay. No Immersion core. 


If the Devs pull Siege away from the PVP FPS, if they break the Dexterity, they will cause catastrophic damage to the 
game. 


Topic 1 
Upgrading the tools 


This is addressed to the Devs. The main goal is to give players better tools against run&gun. | gave the priority to easy 
and impactful changes, and presented further options. A secondary goal is to make the turtle playstyle more effective. 


Operators 
Alibi 
- Increase ressources to 4 (from 3). 


Second wave option to discuss: Adding holograms of other Operators. You want to mess with gunfighters? That'll do it. 


Amaru 


- Add Commando 9. (See Defender weapons.) 
Second wave option to discuss: Making her Garra Hook rip off bulletproof gadgets. 


By targeting the following gadgets with he Garra Hook, she can tear them of the ground, destroying them. Bulletproof 
Cameras, Deployable Shields, Castle Panels, Evil Eyes, Banshees, Barbwires, Bulletproof Radios, Hatches (from above). 
Amaru don't move in this usage of the grappling hook. And we assume Mira engineered a safety so Amaru wouldn't eat 
a deployable shield. 


Aruni 
- Make the P10 RONI a secondary for Aruni. 


- Increase ressources to 4 (from 3). 


Ash 


Second wave option to discuss: Adding Chalk Rounds. (They're practice grenades.) 


Chalk Rounds explode on impact, creating for 2 seconds a cloud with a 2 meters radius that blocks visibility. (It's a 2 
seconds fumigene.) Additionally, they create a Dust effect. (See Dust.) The cloud is not centered on the point of impact. 
He is tangential to the surface, but with a quarter of its radius clipping in the surface. Ash has 2 ressources. Chalk 
Rounds are not destructive. 


To the players. Meters are a canadian unit of measurement for distances. 


Azami 
- Remove 9x19VSN. 


- Add MP5K (Because style). 

- Add USP40. 

- Remove ACS12. 

- Add BOSG.12. (See Shotguns.) 

- Reduce the global HP pool to be on the level of barricades. (Go from 30 hits with an AR, to 20.) 


- Remove Kibas refill timer. 


This is not a MOBA. The timer doesn't bring anything. For the HP, its not about finding the balance point. Its about 
finding the limit. It's ok if Azami is bad for one season. She had her fair share of spotlight, and it would be easy to bring 
her back. So we aim for the number where we think Kibas are still useful, but maybe not. (I know you can't do that mid- 
season.) 


Second wave option to discuss: Keeping the global HP pool (like barricades), but adding caliber-based destruction. So 
you could punch a hole with a burst. (Like in drywall/other surfaces.) Obviously, there is no bullet penetration contrary 
to drywall. You could tune if 15 or 6 bullets are needed to punch a hole. 


Second wave option to discuss: Adding an Attacker with Kiba Barriers (or equivalent). For example, the Attacker could 
have a grenade launcher with Barrier Rounds. When the round impacts, it creates a Kiba Barrier. 


Bandit 


"I did time." 
- Make the MP7 a secondary for Bandit. 
Second wave option to discuss: Removing Shock Wire. Adding Frame bar. 


The Frame bar is a steel strut that is placed horizontally in a door/window frame. To move through the frame, Attackers 
have to vault/crouch/crawl or destroy the bar (6 melee hits). Bandit would have 5 ressources. Two bars can be placed in 
a single door frame to lock the Crouch and the Vault option. They can be combined with other Defenders gadgets placed 
on frames. 


Batteries lose too much value when they are a primary gadget. (See Tertiary gadgets for Defenders.) 


Blackbeard 


You do you. 


Blitz 


(See P12.) 


Second wave option to discuss: Removing P12. Adding P9. Converting Elite Skin to the P9. (Note that | don't care about 
skins. But I'm guessing it's something you have to consider.) 


Brava 
- Add AUG A3. (See Defender weapons.) 
- The Kludge drone should see Infrared Light. (See Infrared Light.) 
- The Kludge drone should have only 3 Pulses. 
- Electronic Gadgets hit with a Pulse should be instantly destroyed. 
- The Kludge drone should have an alternate firemode for Hacking. 
- The Kludge drone should have unlimited Hacking. 
- Hacking a gadget should require to aim at it while holding the Fire key for 0.5 seconds. 
- Hacking deactivated Dread mines activates them. 


- The Kludge drone can Hack Nitro Cells and Toxic Babes. (The clacker/remote will consider them destroyed.) 


Capitao 
- Add AR33. 
- Add CAMRS. 


Castle 
- Add FMG-9. 


- Add 417. (See Spawnkills.) 
- Add Ballistic Shield. 


Caveira 
- Caveira can interrogate the phone of an Attacker. (With a gizmo made by Mozzie/Dokka/Else.) 


- When Caveira interrogates a downed attacker, he doesn't drop a phone. (No double interrogation.) 


Caveira has an alignment problem. Her teammates can't or don't want to down Attackers without killing them. Now 
Attackers drop a phone when eliminated. Caveira can still get an interrogation. Everyone is happy, and we have the 
perfect operator to punish careless push/rush. 


Clash 
- The CCE Shield should not stop the CSRX 300 bullets. (See CSRX 300.) 
- The CCE Shield sould have the same interaction with Lance Rounds than Black Mirrors. (Both should be susceptible.) 
- The CCE Shield sould have the same interaction with Breaching Rounds than Black Mirrors. (Both should be immune.) 


- The CCE Shield sould have the same interaction with Melee than Black Mirrors. (Both should be immune.) 
Second wave option to discuss: Adding CCE Grenade. 


It would look like a hockey puck. When it's thrown, it zaps the closest Attacker like a tesla coil. (Same effect as the CCE 
Shield.) The grenade has a 18 m range, and discharges in 5 seconds, wether or not there is someone to zap. The grenade 
don't need a line of sight, but there is an electric arc requirement. (It needs a short path.) The grenade is indestructible. 
Clash would have 3 ressources. 


Clash is supposed to be the first line. So she is exposed to any counter. She needs a backup when her shield is 
ineffective. 


Deimos 


- He could have the FMG-9, he doesn't care. He got other cats to skin. 


Second wave option to discuss: Making his drone controlable. We all know this is the best way to implement this kind of 
drone in Siege. Making it a very fast, very maneuverable flying drone. Defenders would know that they are watched, but 
shooting this drone is really hard. (Deimos could still have an "auto-pilot" mode once he spots a Defender.) | understand 
this would be difficult to do. | just wanted to mentionned it. 


Doc 
- When Doc is in the team, every other Defender should have one Stim Dart in their Kit. 


- They can use it on an ally, or on themselves. (Including to self-revive.) 


There is the same old argument: Doc will spawnkill instead of playing support. He is already spawnkilling. "I've learned 
from experience, that_" Yeah, we know. We can't control how people play Doc. But instead of punishing the team when 
Doc get countered, we could garanty some value from his presence. 


Dokkaebi 
- Add UMP45. (See Defender weapons.) 
- Add P-10C. (See Automatic Secondary Weapons.) 


To the players. Her two abilities switch places. Dokka can hack the cameras from distance. But she can only call after 
someone in her team picks up a Defender phone. (It gives her one code.) With a new phone/code, she can call again. 


Echo 
- Restore the cloaking of the drone. 
- Reduce the sound volume of the drone when he is sticking to a ceiling. 


- Increase the sound volume of the drone when he is hovering on the ground. 
(See Concussion.) 


Make it easier for Echo to support an ambush with his drone. (Maybe primed by a Sonic Burst.) And easier to keep 
control of a bomb site, while the Defense is repositioning. 


Ela 


- Increase ressources to 4 (from 3). 
- Reduce activation delay to 0.5 second (from 1 second). 


- Increase detection radius to 4 meters (from 3 meters). 
(See Concussion.) 


She is supposed to thrive in the chaos, and right now, Grzmot mines fall short. Yes, Grzmot mines don't make any sound 
(unlike Airjabs), and they can be placed everywhere. But #1 Attackers have drones, and the control of the pace. #2 Ela 
take one spot in the Defenders’ line-up. Like Mira, Smoke, Azami, Fenrir, Wamai, etc. #3 See Dust. 


Fenrir 
- Make the MP7 a secondary for Fenrir. 
- Keep his ressources at 5. 
- Keep his codes at 3. 


- You can remove the bulletproof property of the Dread mine. That's fine. 


| know Fenrir is strong. But since you guys didn't say "You have no place in Siege if you are a Fenrir main." I'm guessing 
the priority is the TDM meta, not the Fenrir nerf. 


Flores 
- Add MPX. (See Defender weapons.) 


- Remove Ratero droning countdown. (Not the armed countdown.) 


Frost 
- Add CAMRS. (See Spawnkills.) 
- Increase ressources to 5 (from 3). 


- Make the Welcome Mat inflict a permanent debuff to Attackers: They are unable to sprint. 


You are doing it with the Barbwire, it makes sense for Frost and Gridlock to have the same buff. They are great 
Operators to punish run&gun. (Maybe you were already planning to do that.) 


Finka 


"Not today" 


- Add 9x19VSN. (See Defender weapons.) 
- Add Ballistic Shield. 


Second wave option to discuss: Adding 27 Undying HP. The effect of the Adrenal Surge would be as follow: 
- 12 seconds duration (from 10 seconds). 

- Revives DBNO Operators. 

- Heals 30 HP. 

- Gives 27 temporary HP, that can overheal. 

- Gives enough temporary HP to bring the Operator to full health (if he was below). 

- Replaces the first 27 HP with Undying HP. 


- Undying HP can only be reduced by a gunshot dealing at least 27 damage, or by an explosion dealing at least 100 
damage. (Headshots are still an instant kill.) 


- Unless they are hit by a headshot or an explosion, Operators are always DBNO when below 1 HP. 
- Gives +1 ADS speed. 


- The other effects works the same as before. 


During an Adrenal Surge, Defenders will always face full health Attackers that refuse to die. Finka is not a healer, you 
MOBA players, she's a badass. If you use her to heal, you should waste a part of her potential. 


Fuze 


"Pancake?" 


Second wave option to discuss: Allowing Fuze to throw is Cluster charge like a Nitro Cell. The cluster charge will fall flat 
on the floor. When Fuze activates it, the cluster charge flips up, and spits the hockey pucks in the room. | know it sounds 
wacky. It's less wacky than drilling through a wall. And we still have the collateral damage, so everything is as it should 
be. 


Glaz 


- Remove thermal scope movement penalization. 


- Remove thermal scope rotation penalization. 
- Remove thermal scope magnification (from 4x). 
- Allow all sights on his OTs-03. 


- Make the screen of Observation Blockers opaque to the thermal scope. 


This idea will give some people chilling flashbacks from a passed meta. But a lot of things have been added to the game, 
that could endanger any bold plan. And as rhythm goes, the range of the Attackers should be as wide as possible. 
Defenders control the map, Attackers control the pace. Inside those 3 minutes, that is. This limitation is precisely why a 
fast action must be a possibility. This threat is the limitation of the Defense. Fast plays shouldn't be the Most Efficient 
Tactic Available, but it should be a tactic among others. 


| know you want him to only play at long range. Thing is, long range is trash in Siege. (See Kali.) So you choose if you 
prefer Glaz to be played, or to stay a long range no-pick. Right now, Glaz can only exploit his strongest ability (to see 
through smoke) by playing at window or at a door. How is that for long range? Let him push under the cover of his 
Smokes. It was strong in the past, when Defenders played fixed position in closed rooms. Now the Defense is more fluid, 
and Glaz won't be as frustrating. 


Goyo 
- Add Commando 9. 
- Add KERATOS .357. 


- Increase fire radius to 5 meters (from 3 meters). 
Goyo needs destruction when playing the Vector. He's a big brain operator, with a lot of creativity to express. 


Question: Does the fire use processing ressources when he is clipping through map geometry? 


Grim 
- Add T-5 SMG. (See Defender Weapons.) 
- Maybe replace the 552 Commando by the AUG A2. (See Nokk, 552 Commando.) 


- Change the ping to 1 second interval (from continuous). 


So you created a nice cloud of flying bee robots. With a complex launcher and deployment. To get the same effect as a 
tear gas grenade? Seems like a waste of potential to me. If tear gas grenades are too real for your taste, you can use 
radar grenades (see Radar grenade). But we can do better with the bees. What's fun with a swarm, is that its moving. 


Second wave option to discuss: Making the Swarm attracted to Defenders gunfire. Keep the same deployment, don't 
limit the duration. When a Swarm detect an Defender gunfire, it will move to the precise location of this gunfire 
(ignoring all subsequent gunfire). It will only change course if it encounters a Defender (no matter wich one). It will 
follow and ping the Defender for a few seconds, then run out of battery. If the swarm finds no one on its way, it will stay 
put for a few seconds, and run out of battery. 


(I know that Grim is strong, Steve. It's about exploiting the concept.) 


Gridlock 
- Add Scorpion EVO 3 A1. (See Defender weapons.) 


- Make the Caltrops inflict a debuff to Defenders that step on them. They can't sprint anymore. 


Give Trax stingers the same bite you are giving to the Barbwire. 


Hibana 


- Add MP5. (See Defender weapons.) 
- X-Kairos should stick on Deployable Shields, and destroy them. 
- X-Kairos should stick on Ballistic Shields, and pierce/destroy them. (Whatever is easier.) 


- X-Kairos should stick on the CCE Shield, and pierce/destroy it. (Whatever is easier.) 


Iana 
- Add BOSG.12. (See Shotguns.) 


Second wave option to discuss: Adding a record mode for her Gemini. (Like a macro.) She goes into Virtual Reality, 
(blank version of the map), she runs around with her Gemini, and exits VR. At this point, she can go about her life. When 
she wants, she can use her gadget, and play the recording. The clone will try to repeat the recorded movements (but 
from his new start). So lana can use her clone as a illusionary wingman. If the Gemini is stuck, he is stuck. That's fine. 
Obviously, using the same starting point will reduce this risk. 


Y9S1.3. “Considering her ability to bait defenders and facilitate re-frag opportunities for teammates following the 
hologram, she should be an excellent operator choice for support players." 


That's non-sense. The hologram only work as a bait if it is a pontential threat. If lana is never played as entry, then 
defenders know the lana storming in the room is an hologram. She needs to have entry capabilities to work as a 
support. (See secondary gadgets for Attackers.) 


IQ 


(See P12.) 


Jackal 
- Increase footprints duration to 277 seconds (from 90 seconds). 
- Scanning a footprint should simply reveal the identity of the Defender. Not pinging him. 
- Scanned footprints should not disappear. 
- Jackal should see Infrared Light. (See Infrared Light.) 


- When Jackal is hit, the visual disruption of the visor should be minimal. (Only in periphery.) 


Attackers should work for map control, not get it for free. That's another secondary goal of these changes. And the 
specificity of Siege. Defenders should be confident in their map control at the start of the round. That's why Dokkaebi 
and Jackal need a nerf. Jackal will be a big brain operator, like Nokk. 


| know you don't like passive gadgets. But that's a mistake. Even if the player doesn't push a button, he has new 
interactions with the environment. No footprints is an information. And when the player finds tracks, the hunt begins. 
Who is this Defender? What is his plan? What will he do next? How do | capitalize on this information? 


Jager 
- Remove ADS cool-down. 
- Add a reload interaction. 


- Increase ressources to 4 (from 3). 


The ADS can now be reloaded by any Defender next to it. It will differentiate them from Aruni's Gates. Increase the 
readability of a situation at any time. (Since an ADS will only intercept another projectile if a Defenders reloads it). It will 
also change the behavior of a forward-placed ADS, and a rear one. The reloading should be quick, but the resetting 
delay could take one or two seconds if you want to make a follow-up easier for Attackers. 


Kaid 


- Increase ressources to 3 (from 2). 


Second wave option to discuss: Adding an Electric Arc requirement for the Rtila. It doesn't need line of sight, but it 
needs a short path to electrify an object. This would make Kali useful. 


Kali 
- Add MK17 CQB with Iron Sights, 1x, 2.5x and 3x optics. 
- Add SR-25. 


Snipers 

There is two way to look at snipers. #1 They only take long-range engagements. (That's your way. It's the bad one.) #2 
They are the best in long-range engagements. But it doesn't mean they're unable to take short-range engagements. And 
if your goal is to encourage long range play, you should improve the snipers' efficacy at close range. | explain: 


Playing at long range means playing one angle (basically). It is only useful if Defenders cross that precise area. But 
Defenders can simply wait it out. A sniper could get a pick thanks to luck, or thanks to teammates pressuring a 
Defender. (Still, a Defender could choose to fight, not to move.) Threatening to plant the defuser would be a good way 
to push Defenders to cross a sector of fire. And planting the defuser would force them to. But the case is planted, a 
sniper is of little use to the team. Especially in a Casual or Ranked game, since droning for a teammate demands a high 
level of coordination. Let's say that the plant is successful. His teammates will have more aggressive angles, and they 
will likely engage Defenders before they are in the sniper's sector of fire. (Let's be honest, most of us don't play smart in 
this situation, we take a line.) 


To sum it up, a sniper has no impact on whether or not he gets long range picks. It's out of his control. He hopes that the 
round will play out in a precise scenario. That his team will manage to plant, and then will leave him some targets (by 
getting eliminated, potentially). It is quite a gamble, without a plan engineered for this scenario... And in most matches, 
there is no attack plan including a wild card like a sniper. Because in a team of random players, plans tend to be 
standard. (Yes, in pro league, bla bla, they have a plan, bla bla, pocket strat. | said most matches.) 


My conclusion is the following: to increase his chances of getting long range picks, a sniper needs to be able to take 
short range engagements. If snipers can contribute to the round before the plant, or when things go bad, they will 
always have some value. They will be picked more often, and will be integrated into more plans. That is why you should 
increase the flexibility of their arsenal. With variable scopes, Machine Pistols, for Kali primary weapons sporting a higher 
fire rate, and for Glaz a thermal scope without movement penalty. 


Kapkan 


- Add Mk14 EBR. (See Spawnkills.) 
Second wave option to discuss: Removing EDD. Adding Cartridge Trap. 


The Cartridge Trap is a hole with a pipe and a shotgun shell in it. When an Attacker step on it, the munition is fired. 
Doing something like 66 damage. The hole is covered by a piece of cardboard/other with the size of a postcard, and the 
color of the floor where it is placed. (It's a mechanical trap.) Kapkan has 5 ressources. 


To shut down effectively run&gun, EDDs need to be on the board even when Kapkan is not played. (See Tertiary gadgets 
for Defenders.) 


Lesion 
- Remove Gu mine immediate damage. 


- Make each Gu mine independent. 


- Remove refill timer on the Gu mine. 


Each Gu mine has its own Poison timer, and must be pulled out individually. This is the only poison based gadget. Let's 
reinforce that aspect. (Initial damage ruins the flavor, making it similar to toxic gas/fire.) 


| know you think that the refill timer makes sense on Lesion. But I'm not sure about that. I'm sure that it limits his ability 
to set up. To strategize. Besides, if an Attacker steps into 8 Gu mines in the first second of the round, maybe he wasn't a 
very good attacker. What are you saying Thomas? People will play Lesion wrong, they will throw their Gu mines 
everywhere, and they will run&gun? But if people want to run&gun, you won't stop them with a refill timer. The only 
difference a refill timer makes, is that attackers don't have to worry about too many Gu. Yet, if a run&gun player is 
making you worry about his Gu mines, maybe he isn't playing Lesion so wrong... 


Why is it a problem that he can exert significant map control from the prep phase? Defenders have map control in the 
prep phase. Lesion's job is to keep this control during the action phase. Attackers' job is to drone in the prep phase. Why 
should Lesion be punished for dying early? If Lesion wants to be impactful in late-game scenario, he doesn't need your 
refill timer. Really, you need to let go. The game is not going to fall apart if you don't lock down all the choices but one. 


Second wave option to discuss: Adding an Attacker with Gu mines. If you don't want a poison gadget, it can be a Taser 
cartridge. It would lock the Defender in place for 2 seconds, and apply a short speed debuff. Those cartridges could be 
placed by a drone. 


Lion 
- Add Vector .45 ACP. (See Defender weapons.) 
- Increase scan duration to 3 seconds (from 2 seconds). 
- Reduce ping interval to 0.5 second (from 1 second). 
- A Defender should not be pinged after the end of the scan. 


- Make his presence known. (See CCTV cameras.) 


Maestro 
- Add Smoke Grenades. 


Melusi 
- Add PARA-308. 
- Increase ressources to 4 (from 3). 
- Increase detection radius to 6 meters (from 4 meters). 
- Increase sonic effect radius to 12 meters (from 4 meters). 


- Add a severe tunnel-vision effect. (Everything outside of 20° is too blurry and shifty to spot Defenders/gadgets/etc.) 


Now, the Attacker is stuck in the sound. He needs to shoot the Banshee, break line of sight, or move quite a distance to 
leave the area of effect. 


Mira 
Second wave option to discuss: Allowing to put a Black Mirror above another Mirror. (As extreme as you may think it is, 
we should do that before we take away from the gamefeel.) 


Mozzie 
- Increase ressources to 4 (from 3). 


- Remove Pest warning for Attacker drones. 


Let's make Mozzie a valid option against Solis. You can increase the sound of a Pest if you want. And give the proximity 
warning if a drone stay immobile one second. (For deaf players.) 


Mute 


- Increase disruption radius to 3 meters (from 2.25 meters). 


- Increase warning radius to 6 meters (from 4.75 meters). 


With attacker repick, jammers need to reliably block an access, and not let drones jump around the edges. Yes, it also 
strengthens his wall denial capability. We want to compete with Solis. 


Nokk 
- Add MP5SD. (Because vibes.) 
- Add P12. (See P12.) 
- Add 552 Commando. 


- Remove HEL battery limitation. 


Removing the silent footsteps was a good thing. Now it rewards players who move accordingly to their environment. 
Who play the infiltration game. And you think it's a problem that they have a passive gadget? I'm telling you, they don't 
need a freaking stamina bar. 


Why did you gave her a polly pocket gun? Yeah, you don't want to link Nokk and Echo, because it makes your life more 
difficult. It's not a good reason. You are game developers. Your job is not to throw the fun out the window. Your job is to 
make the game fun. We want to play Nokk MP5SD. Because it's fun. Let's have one slice of immersion. Also, explain to 
me how any imbalance resulting from this loadout would break the game. If nokk had the G8A1, it would probably be 
unbalanced, but that wouldn't break the game. 


Second wave option to discuss: Removing FMG-9. Converting Elite Skin to the MP5SD. 


Nomad 
- Increase ressources to 4 (from 3). 
- Make Airjabs silent. (See Dust.) 
- Keep detection radius at 3 meters. 


- Increase knock-back effect radius to 3.5 meters (from 3 meters). 


The difference between the two ranges is here to reduce the instances where a Defender triggers an Airjab, and is not 
pushed back. 


Osa 
- Add Bailiff 410. 


- Remove PDW9. 
- Add Mx4 Storm. (See Defender weapons.) 


She needs to be able to put her shield in front of a wall, then open it with the Bailiff. And the Mx4 Storm, it will be useful 
to increase her firepower. She can't let Ace step on her toes. 


Pulse 
- Add Commando 9. 


Ram 


- Add PDW9. 


Rook 


- Add 416-C Carbine. 


Second wave option to discuss: Adding High Block. This would be a defensive stance, in which Rook covers one side of 
his head with his arm, like a boxer. 


Rook can't use a weapon in this stance. It's used to cover his head while he run for a more survivable position. The idea 
is to allow him to hold a key point of the map. So his (personal) armor would receive several buff: 


- It can absorb fire damage for 15 seconds. 
- It can absorb 150 Shrapnel damage. 

- It blocks Limb Penetration. 

- It negates Stagger. (See Stagger.) 

- It grants him the High Block ability. 


In High Block Guard, Rook can't lean. Instead the "Lean" keys are use to guard on the right or on the left. 


Sens 
- Add Ballistic Shield. 


- Allow players to turn the wall On and Off. With the battery only draining when On. 


At this point, it doesn't matter if you had the idea before Valorant or not, if you lifted the idea from them or not. The 
fact is: they put it first in a FPS. And people are already saying that you copied Valorant. So you are stuck with two bad 
options ^^ #1 Follow the obvious potential of the gadget. Too bad if you are even closer to Viper. #2 Leave Sens useless, 
and be talked as the devs who can't implement an idea correctly. Even with the answer. | mean, | want to give you the 
benefit of the doubt, but you followed-up with Grim... At least, you got Fenrir right :) 


Sledge 


- Add C7E. 


Now that players bought Ram, can Sledge have a good rifle? 


Smoke 
- Increase cloud radius to 4 meters (from 3 meters). 


- Add one damage tick after the Operator leaves the cloud. (Making crossing it less tempting.) 


Solis 
- The SPEC-IO Electro-Sensor should detect Glaz's Thermal Scope when it is up (in-line with the sights). 


- Add a warning for attacker drones/cams when the SPEC-IO is active. 


Preventing Solis to use her gadget in prep phase is not the right way to adjust her. She needs to have the choice: 

# Stopping Attackers from pre-placing drones, or # staying hidden, not letting the Attack switch gear to counter her. But 
for the time being, you want to kick her out of the spotlight and | think that's valid. She had a lot of fun, she showed her 
potential. You can nerf her to ground. Especially to help the meta shift. 


Tachanka 


- Increase Shumikha launcher magazine size to 6 (from 5). 


- Reduce ammunition to 12 projectiles (from 20). 
- Increase fire radius to 3 meters (from 1.5 meters). 


- Increase fire duration to 12 seconds (from 7 seconds). 


The trajectory is unpredictable/unreliable. So if the radius is low, the gadget is useless. To increase his chances of having 
an effect, he needs to send more grenades. But before he can reload, the fire has died out. He feels so out of place. Like 
a mascot playing on the football field. (If a fire of 3 meters radius is to taxing on the game, tell us, and we will find ideas 

within the constraints.) 


Thermite 


- Yes, give him a Ballistic Shield. 


- Add P90. (See Defender Weapons.) 


Thorn 
- Remove C75 Auto. 
- Add M4. 
- Make the UZK50GI a secondary for Thorn. (See Automatic Secondary Weapons.) 
- Increase ressources to 4 (from 3). 


- Reduce activation delay to 4 seconds (from 5 seconds). 


Note that it is question to reduce the activation delay, not the time fuse duration. Thorn should be able to adapt her set- 
up on the fly, according to the direction of the attack. Same for Alibi, Ela, Lesion, or Mozzie. And having 4 gadgets 
encourages players to keep one on them. 


You think it's nuts. Giving her the M4. First, it's not as good as the MPX. (And | didn't suggest the C8-SFW.) Second, you 
gave her the most difficult gadget to use effectively. What do you think it will take for players to discover her potential? 
An M4. Even if it's discovered by accident. And | know you wanted players to use the signature weapon. But you put a 
below standard weapon on an agent with an obscure gadget. Your fault. You could give it an ACOG. Though, you tried 
that before, it only boosted Thorn's popularity to the middle of the pack. You could also try to make it a secondary (with 
or without an ACOG, whatever you want). 


If players can play Thorn effectively, they can play any operator effectively. So if you truly want to raise the proportion 
of tactical play, your goal should be to make Thorn the most picked defender. Even if she is picked for her guns first. 
Sharpshooters will face other sharpshooters, and they will end up using her razorblooms to get an edge. Really, it's as 
simple as that. The operator with the most difficult gadget should have the best gun. 


Thunderbird 


- Add colored Smoke Grenades. 
Second wave option to discuss: Removing Kona Stations. Adding Flare Gun. Adding Tinted Googles. 


Thunderbird would have three flares. They burn on the ground for 12 seconds, casting a dazzling light when in the field 
of view of an operator. The flare would cast shadows of operators. Thunderbird could drop down her Tinted Goggles 
and reduce/negate any blinding effect. (From the Flare, Stun Grenades, Candelas, Sun, etc.) 


(See Tertiary gadgets for Defenders.) 


Twitch 


- Add G36C. (As placeholder for something equivalent to the 7.62x39 CZ Bren 2.) 


Valkyrie 
- Remove MPX. (We don't want ex Warden-mains to crowd her.) 


- Add MP5. 


Second wave option to discuss: Converting Elite Skin to the MP5. 


Vigil 
- Remove ERC-7 warning for Attackers drone/cams. (The visual white noise) 


- Remove ERC-7 battery limitation. 


Let Vigil be an interrogation point for Attacker Repick. Let him be a ghost. As he should be. For as long as he is not firing. 
And not sprinting. And not making a sound. And not interacting with anything. And not being seen by an Attacker. And 
not appearing on IQ scanner. | guess that covers the TDM argument. And for the passive gadget argument, I'll repeat 
that a player has more interesting things to do than managing a stamina bar. 


Wamai 


- Remove Magnets refill timer. 


What, you think it's too strong if Wamai can place his magnets and die? Well, if Wamai can put his magnets during the 
prep phase where they will be useful, and not dealt with, he earned the right to be expandable. 


Warden 


- Remove MPX. 

- Add UMP45 with 2.5x scope. 

- Add Smoke Grenades. 

- Remove Smart Glasses movement penalization. 

- Make Smart Glasses block flashes even when they are Off. 


- Make the screen of an Observation Blocker opaque to the thermal vision if it is hacked by Brava. 


Again, passive gadget. And it's perfectly fine. Because when a defender is flashed, the situation is probably intense 
enough. No need to involve the player some more. And since the Attack now have the opportunity to change their line- 
up and their plan during the Prep phase, Warden should reliably counter them if they fail to do so. He should not have 
to predict the impredictable in order to be effective. 


A defender has to bring his own value. Not rely on the enemy to create it for him a situation in where he has an 
advantage. (Especially with attacker repick.) Hence the Smoke Grenades. 


Second wave option to discuss: Converting Elite Skin to the UMP45. 


Ying 
- Reduce ressources to 2 (from 4). 


- Give Candelas three settings: Impact, Short, Long. (From four settings.) 


Ying can switch between settings by pressing the "Switch Ability Mode" key. It will make Candelas' deployment more 
fluid. The previous limitation is no longer needed, since we bring all operators toward a "high level of impact". By the 
way, it was never cooking, it was never more in-line with other gadgets/mechanics. It was a nerf by clunkiness, and it 
felt bad. 


Right now, Ying is the best entry in a meta where map entry is crucial/difficult. With only two Candelas, she is now 
impacted by the eventual defenses of a room. (See Secondary Gadgets for Attackers.) 


Zero 
- Give Argus cameras three modes: Alert, Spy, and Sleep. 
- In Alert mode, a camera will automatically and continuously scan for enemies. 


- In Spy mode, a camera will display on the player HUD the icon of any enemy detected. (No red ping, no warning for the 
Defender.) 


- In Sleep mode, a camera will work as it currently does. 


Sam can switch between settings by pressing the "Switch Ability Mode" key. Like Fenrir, Zero can switch an Argus 
camera from a mode to another. This improves his chances to get value out of his gadget. He can now cover many 
access points, without needing someone to monitor the cameras. 


Zofia 


- Increase Concussion Rounds detection radius to 4 meters (from 3 meters). 
(See Concussion.) 


Second wave option to discuss: Adding an under-barrel grenade launcher. The player would have the choice in her 
loadout to have the Lifeline as a stand-alone, or as a handguard attachment. Of course, in the "under-barrel" form, she 
would only have one tube, and would need to switch munition types like Capitao. 


Secondary gadgets 
Secondary gadgets for Attackers 


- Remove restriction to secondary gadgets for Attackers. 


We should boost the entry capabilities of basically every Operator. (See Ying.) And we should not stop to entry. There is 
no good reason to limit the tactical use of Operators. You are infected by your MOBA habits. You think that operators 
should have a clear role. Defined by the strengths and weaknesses of their loadout. But it's wrong. It's a game of skills. 
Both mechanical, and tactical. It means players have strengths and weaknesses. Also, primary gadgets have strengths 
and weaknesses. Sites have strengths and weaknesses. It's more than enough to generate strategy/tactics. On top of 
that, players can't bring all the tools with them. They still have to choose one secondary gadget before the round. So 
really, you don't have to assign roles. If a player wants to be Entry, let him choose his operator by himself. Don't hand 
him the only viable card. Let your operators stand on the merit of their primary gadget alone. (Not their gun, not their 
secondary gadgets, not their speed.) And let players find where it is strong, where it synergise with their skills. 


You think the game will break if Capitao has two Micro Smokes and two Smoke Grenades? Or if Ash and Blitz have Frag 
Grenades? Let's go there and see. And if some combos are truly a problem, remove them case by case. But I'm telling 
you: giving back her Frag Grenades to IQ didn't break the game. Giving back his Frag Grenades to Thermite won't break 
the game. Playing Entry with Thatcher or Flores won't break the game. Giving flashes to Brava won't make the game less 
tactical, it will make the game more tactical. 


(Not implying it was a bad idea to remove IQ or Thermite's Frag in the first place. The meta was different.) 


There is the contrast argument. "Primary gadgets will seems bland in contrast to similar secondary gadgets." It didn't 
stop you from giving breaching charges to Ash and Zofia. Claymores to Nomad. What, you are going to take the rappel 
from Amaru? The standard drones from Twitch? The prompt to revive an ally from Doc? If a player wants redundancy 
instead of versatility, let him double down. Maybe he has an idea. Making sure that primary gadgets feel like a step-up, 
that's your job. Your job is not to delete the competition. To avoid the comparison. 


Some people will argue that it removes the importance of a given gadget if anyone can bring a substitute without any 
cost. "Now it doesn't matter if Thermite get spawnkill, because anyone can bring secondary hard breach charges." But it 
does matter. Because there is only 5 secondary gadgets slots. If Buck brought can openers, he doesn't have flashes. Plus, 


hard breach charges are not exothermic charges. (Not the same speed, not the same effect.) And it's not like Thermite is 
going to respawn. Utility is not more valuable when we have less choices. Utility is valuable when it impacts victory 
chances. The Exothermic Charge could be the only hardbreach gadget in the game. It wouldn't be valuable if opening a 
wall wasn't helping attackers. (Coastline, Villa, Border, Kafe.) Or wasn't realistic. (Skyscraper.) So let players choose, and 
make sure that secondary gagdets have an impact. 


Breaching Charge 
- They should have a Concussion effect. (See Concussion.) 
- They should create a Dust effect. (See Dust.) 


- Leave their placement free. 


Allow us to put soft breach charges on non-soft surfaces. To overpressure a room, to create dust, to make some noise, 
to be a diversion, to destroy Evil Eyes/Deployable Shields, to make a partial hole in a soft surface near the charge, to 
block a Black Mirror, to fake an Exothermic charge, to damage or concuss a Defender if he walks near it. 


Claymore 


- Make the laser of Claymores invisible. (See Dust.) 


Drone 


- Give Attackers access to their second drone during the Preparation Phase. 


By pressing the Deploy Drone key during the Prep phase, players can spawn their second drone. So we can place a first 
drone near site or at an entrance point, and post a second drone outside to watch for spawnkills. The idea is to pick up 
the second drone on the way to the building. 


Maybe you think that players will send their two drones in the BP, lose them both, then rush and die. But it's better than 
sending one drone in the BP, losing it, going on TikTok, then rushing and dying with one drone in the pocket. You can't 
force players to spend time on their drone. You can only allow Tacticians to take full advantage of the prep phase. 


Plaster Grenade 


Second wave option to discuss: Adding Plaster Grenade. (They're practice grenades.) 


(They work like Chalk Rounds.) They behave like Frag Grenades and look like them, except painted blue. Upon explosion, 
they create for 2 seconds a cloud with a 2 m radius that blocks visibility. (It's a 2 seconds fumigene.) Additionally, they 
create a Dust effect. (See Dust.) The cloud is not centered on the point of impact. He is tangential to the surface, but 
with a quarter of its radius clipping in the surface. Plaster Grenades are not destructive. The HUD of Defenders treats it 
like a real Frag Grenade. The Hud of Attackers makes the distinction clear. 


Their main role is to be an adjustment lever for the projectiles economy. If you think it should be easy for Attackers to 
burn ADS/Magnets/Surya Gates, you make them accessible to all Attackers, with 3/4/5 ressources. 


If you want to emphasize their decoy aspect, you could paint them just like real Frag Grenades. But that would probably 
make them too strong. If you can reliably flush out Defenders without any additional effort/thought. 


Pursuit Deterrent Munition 


Second wave option to discuss: Adding Pursuit Deterrent Munitions. (It's a spider mine, that shoots sensor wires.) 


I'ts true, we already have Claymores. But PDM would be bulletproof. The wires/ribbons would be obvious, however the 
Defenders can't get rid of the mine without an explosion, or a throwable to sacrifice. (Similarly to Surya Gates.) The 
wires cover a 3 m radius sphere. If a Defender touches a wire, an explosive charge jumps out and deals the same 


damage as a Frag Grenade in the same radius. (With the delay, you can avoid lethal damage if you poke the mine and 
run away.) 


An Attacker could go through the mine. It wouldn't explode, though it would be definitively disabled. An Operator 
would have 2 ressources. They can be tossed, but the mine don't deploy instantaneously, so it can't be used offensively. 
(It's a mechanical trap.) 


You're probably thinking: not worth it. Too close to Claymores. Too close to Gridlock. But we're not looking for 
something groundbreaking. We're looking for certainty. The certainty that Tacticians have the tools to deal with 
run&gun. You decide if it's worth it. Cause very often, securing an access won't be the main job of a player in a strategy. 
He will need to bring IQ, or Brava, or Buck. And having a secondary gadget to help him would be useful. 


Radar Grenade 


Second wave option to discuss: Adding Radar Grenade. (See Grim.) The Operator launches a grenade similar to 
Thatcher's EMP. He pulls out his phone and his pistol. The grenade emits an EMP (too weak to affect gadgets): It prints 
on the phone a picture of all metallic surfaces in range. (The radar antenna is integrated in the back of the phone.) The 
radar catches metallic gadgets, and weapons. It gives a red ping if a Defender was in the grenade range. 


There is the option of using Thatcher's EMP and impact EMP as radar grenades, but it would probably creates conflits. 
Impacts are bad as Radar grenades, we need the bounce. And Thatcher's identity is to remove technology from the 
equation. 


Smoke Grenade 


- Increase the cloud radius to 3 meters (from 2 meters). 


Secondary gadgets for Defenders 


You could probably remove restriction to secondary gadgets for Defenders. (See Secondary gadgets for Attackers.) Pulse 
already has a C4. Solis already has impacts. Who is going to break the game with this change? Maybe you can restrict 
the access to Smoke Grenades to a few Defenders. (Though, | don't think they would be a problem.) 


Bulletproof Radio 


Second wave option to discuss: Adding Bulletproof Radio. (They are also Melee-proof.) You throw it like a C4. You have 
two ressources. You can turn them On/Off like Fenrir's Dread mines. They have a 18 seconds battery, only draining 
when On. They play loud Cuban music. Covering ambient sounds. 


Flour Pack 


Second wave option to discuss: Adding Flour Pack. (It's a decoy Nitro Cell.) 


(They work like Plaster Grenades.) They look, sound, behave like a Nitro Cell, but upon explosion, they create for 2 
seconds a cloud with a 2 m radius that blocks visibility. (It's a 2 seconds fumigene.) Additionally, they create a Dust 
effect. (See Dust.) The cloud is not centered on the point of impact. He is tangential to the surface, but with a quarter of 
its radius clipping in the surface. A Defender would have 3 ressources. Flour Packs are not destructive, and they have no 
effect if they are destroyed. The HUD of Defenders make the distinction clear between Nitro Cell and Flour Pack. 


Hard Breach Charge 


Yes. Hard Breach Charges for Defenders. An idea of Thomas. He's a genius. 


Proximity Alarm 


- Increase detection radius to 4 meters (from 3 meters). 


Tertiary Gadgets for Defenders 
Tertiary gadgets are in a pool. (Gadgets listed below are removed from secondary gadgets.) 
Grade 0. 10 Reinforcements, œ Barricades. 
Grade 1. 5 Deployable Shields, 5 Thermal Cameras, 5 Fans. 
Grade 2. 5 Barbwires, 5 EDD, 5 Flash Spots, 5 Kona Stations, 5 Proximity Alarms, 5 Observation Blockers, 5 Shock Wires. 


- A Defender can only place one Grade 1 gadget. 


- A Defender can only place three Grade 2 gadgets. 


Yep, you can bring 5 Deployable Shields without limiting your operator line-up. | know you think this is strong. So put 
only 2 Shields in the pool. Or remove the slits. Or give more ammo to the Gonne-6. Or give everyone access to Frag 
Grenades. Or upgrade the X-Kairos. Or let Flores cook. Shields make the emplacement of gunfights predictable. They 
reinforce strategy. You didn't say "You have no place in Siege if you play behind a shield." And who knows, maybe it will 
make Azami less mandatory. 


If you want players to set up the site/map, give them the tools to do so. In Ranked, a player can't set up for an ally. He 
can't know what his allies need. A player can only set up the area where he will play. And often, he needs one percu, 
one barbwire, one shield, and two reinforcements. 


CCTV cameras 


- Increase rotation angle of exterior cameras so they can see the EE-ONE-D drone. 


Defenders can't jump-out at the start of each round to check the sky. Too risky, too annoying. Another option is to adda 
shadow of the drone that can be seen from a camera and from a window. 


EDD 


They work the same as before. 


Fan 


Second wave option to discuss: Adding Fan. They would be bulletproof, with maybe a vulnerable spot. (Like Ram's lawn 
mower.) Any Defender could turn them on remotely, (like Fenrir's Dread mines). They would blow air for 12 seconds, 
and be on cool-down for 20 s. They would dissipate smoke, toxic gas, bee swarms. They would create a dust effect in the 
room. (See Dust.) 


Flash Spot 


Second wave option to discuss: Adding Flash Spot. It's a light soot Defenders can fix on a surface. When it detects an 
Attacker in its cone of vision, it blinds him with a flash. 


We have Fenrir to punish wide swings, or pushes. We need a tertiary gadget to punish face-check/jiggle-peek. The Spot 
should probably have a cool-down. And the effect for the Attacker can be a freezed frame instead of a white screen, if 
it's less of an health issue. 


Kona Station 


- They work with an interaction prompt. (Not with an Area of Detection.) 


Shock Wire 


They work the same as before. 


World 
Bulletproof Glass 


- Bulletproof Glass should be immune to Melee. 


| understand why you did it. Mira was really strong, and Bulletproof utility oppressive. But you created an inconsistency 
with Clash, and with Ballistic Shields. That made the game less readable. Now, there is less bulletproof utility, there is no 
more Volcan Shields, there is Attacker Repick, there is impact EMP, there is the Gonne-6, there is open-buffet Frag 
Grenades (because they are less strong), there is Ratero drones, there is Kludge drones, there is Bu-Gi drones... The 
Glass Shattering Melee is not needed anymore. 


- Bulletproof Glass should be immune to Breaching Rounds. Burrowing Rounds. 
- Bulletproof Glass should be susceptible to Lance Rounds. 


- The CCE Shield sould be Bulletproof Glass. 


There is no good reason to make it "Super Bulletproof Glass". There is no good reason to make it immune to Lance 
Rounds when Black Mirrors are susceptible. 


Burrowing rounds 


You can't unify the Breaching Round and the Lance Round, because you don't want Ash to be able to clear the utility 
behind a wall, stealing Kali's thunder. 


Breaching Round 
- Can drill in soft surfaces. 


- Can drill in unbreakable surfaces (concrete, etc.) 
- Can't drill in Bulletproof Glass. (Including CCE Shield and Black Mirrors.) 
- Can't drill in Reinforced surfaces. (Including Ballistic Shields and Deployable Shields.) 


Lance Round 
- Can drill in soft surfaces. 


- Can drill in unbreakable surfaces (concrete, etc.) 
- Can drill in Bulletproof Glass. (Including CCE Shield and Black Mirrors.) 


- Can drill in Reinforced surfaces. (Including Ballistic Shields and Deployable Shields.) 


Breaching Rounds should bounce of Reinforced surfaces, Ballistic Shields and Deployable Shields. Becoming inert. Ash 
would need to aim at the floor to destroy a Deployable Shield with the explosion radius. 


Concussion 


- The concussion should displace the crosshair. (Away from the source, around 30° vertically and 30° horizontally.) 


What, displacing the crosshair goes against your 3C rules? No it doesn't. We're not talking about a quirk of the character 
animation. We're talking about an enemy gadget exploding in your face >< FPS players don't like when you affect their 
aim? Obviously. And they don't like Ballistic Shields. And traps. But Siege is an FPS with gadgets. Players who couldn't 
handle it already left for CS. 


Second wave option to discuss: Randomizing movement input for 1.5 second. 


This is how you kick players in the 3C rules. For 0.75 s, the binding of movement keys is randomized. The next 0.75 s, the 
binding of movement keys is randomized again. It will force the Operator to stand still for 1.5 second, or move 
erratically. 


It's not pleasant, and it's fine. Because enemy utility is not supposed to be convenient. Dread Mines, Banshees, Airjabs 
Stun Grenades, Welcome Mats are inconvenient. 


Dust 


Second wave option to discuss: Creating a Dust effect. 


For 12 seconds, dust fills the room (spilling out) and interfere with gadgets emitting light. Infrared Light become visible 
(See Infrared Light). Optics that are not encased shut down, Observation Blockers, R.O.U screens, Prismas and Geminis 
flicker. (Surya Gates are too intense to be affected.) Yokai drones create a visible vortex. Big explosions would create 
Dust. Small explosions would not. 


Gadgets that would create Dust: Breaching Charges, Exothermic Charges, Nitro Cells, Impact Grenades, Stun Grenades, 
Ratero Drones, Sonic Burst, Grzmot Mines, Lifeline Concussion Rounds, Lifeline Impact Rounds, Airjabs, Breaching 
Rounds, Chalk Rounds, Flour Packs, Fans. 


Gadgets that would not create Dust: Frag Grenades, Hard Breach Charges, S.E.L.M.A charges, Lance Rounds, Cluster 
Charges, Claymores, Razorblooms. 


Don't treat it as realistic dust. Just tactical dust. Like Smoke Grenades are not realistic. They are a tactical tool. Dust can 
be limited to a VFX on the peripheral vision of a player's view. He knows there is dust in the room, that his laser is 
visible, etc. 


Fire 
- Add one damage tick after the Operator leaves the fire. (Making crossing it less tempting.) 


- Fire should dissipate Smoke/Toxic Gas. 


Infrared Light 


- Laser beams of weapons are Infrared Light. 
- The Area of Detection of gadgets targeting Operators is delimited by Infrared Light. 
- Transparent smoke should make Infrared Light visible. (Toxic Gas, fading Smoke Genade, etc.) 


Gadgets with an Area of Detection targeting Operators: Claymores, EDD, Proximity Alarms, Flash Spots, Lifeline 
Concussion Rounds, Grzmot Mines, Airjabs, Banshees, Razorblooms, Dread Mines. 


Gadgets that aren't included in this definition (and don't emit IR light a result): Cardiac Sensor, ADS, Gu mines, Cartridge 
Traps, EE-one-D, Magnets, Metallic Detectors in maps. 


Phones 


- Phones should always drop on the floor upon elimination. 


Even if Caveira or Dokkaebi are not present in the round, eliminated Operators should drop their phone. (Attackers and 
Defenders.) 


Roof Access Hatches 


[Low priority] Second wave option to discuss: Adding Roof Access Hatches. 


They have several differences with normal hatches. They are a reinforced surface (like Shutters). They open up on 
hinges. (It would necessitate new character animations.) They have slots to fix a ladder. Defenders can weld them shut 
from the ladder, or from the roof. (New animations, new items.) Once the weld is finished (4 seconds), it cools down 


and become unbreakable. The hatch can no longer be opened, it can only be breached. The weld can be melted witha 
torch. 


Spawnkills 


[Low priority] Second wave option to discuss: Adding a Spawn Fumigene. Each Attacker would choose from the 
Planification Map where it will deploy. (It would deploy at the start of the Action Phase) 


We shoot exterior cameras at the start of the round, it's no like we need to keep the element of surprise. If smoke is too 
taxing for the game, you already know the other solution. Creating multiple routes to the building, and multiple angles 
to counter/challenge a spawnkill. | think that Soawnkills should exists. But they should be risky or avoidable with 
reasonable efforts. On many maps, Attackers only have the choice between one killbox, or the no man's land. (Kafe, 
Border, etc.) Even a drone is not enough to avoid a fight at a serious disadvantage. If soawnkills are the best 
engagements to take for Defenders, then the round is decided in the first 20 seconds. 


Shutters 


Second wave option to discuss: Making the window/door shutters of maps a reinforced surface. It could be 
hardbreached, it could be electrified/jammed. The idea is to help Attackers, by giving them more entry points/breaches. 


Weapons 


Your previous balancing approach was wrong. You were balancing the total value of an agent. Thinking: "If he has very 
good tactical value, we give him very bad gunfighting capabilities." (Thermite is a good example.) This approach 
compromises the game. Because Thermite is necessary, but playing him feels bad. 


The right approach is to balance things independantly. # All agents should have a comparable tactical value. # All agents 
should have comparable gunfighting capabilities. So give Thermite a good gun, and raise the power level of gadgets that 
are below the Exothermic Charge. Don't force players to choose between guns and tactics if you want them to do both 
>< 


Now, there is a subtlety. Some agents have a gadget that increases directly their gunfighting capabilites. Deimos, Grim, 
Osa, Lion, Dokkaebi, Ying, Blackbeard, Glaz, Montagne, Blitz, Azami, Warden, Clash, Mira, Caveira. To a lesser extent, 
Nokk, Gridlock, Nomad, Buck, Fenrir, Thorn, Melusi, Ela, Lesion, Valkyrie, Kapkan. (Sens should be in this category, but 
for now, the R.O.U is trash.) These agents should have selected guns. 


Still, there is no reason to give a bad/difficult gun to Deimos*, Ram, Brava, Kali, Hibana, Capitao, Sledge, Thermite, 
Twitch, IQ, Goyo, Caveira*, Frost, Castle, Pulse, and Jaeger. You're just punishing players for picking these operators. 
Again, if you want to encourage tactics, don't attach a gadget to a bad/difficult gun. (We're talking gunfighting 
capabilities for most people. So the R4-C is a hindrance, DMR are out of question, Shotguns are weak, Support Rifles are 
way too slow.) 


* Because limited to their pistol when using their gadget. 


Standard Rifle 


- Every Operator should have one controlable gun or more. 
- Every Operator should have one good gun or more. 


- Exceptions can be made for agents who would have too much gunfighting abilities. 


The goal is not simply to better balance gunfighting abilities. It's to put more tactics into the game. #1 By removing as 
much resistance as possible for Sharpshooters to use different agents. #2 By not crippling the Tacticians with bad guns. 


Controlability is the most important thing, firerate is the second. (Since many SMG are controlable, firerate is the first 
criteria for their choice). The third parameter, damage, is way less important. And after that, it's really not a big deal. 


Until you make a rifle with 5 ammo capacity, it's not a factor. You probably already know this, since you've made 
uncontrolable most rifle with a firerate above 780. But you've also made several rifles hard to control, when they should 
be standard. (Aug A2, C7E, 416-C, K1A.) 


I'm aware that Sharpshooters value gunfighting ability above all else, and if one weapon is 0.5% better, 100% of 
Sharpshooters will use it. And if all agents have the same weapon, the same speed, the same armor, they will pick the 
one with a gadget that gives them a gunfighting advantage. But that's what we want. Making the gadget the decider. All 
we have to do, is make the differences between weapons matter less to gunfighting abilities than the differences 
between gadgets. The hope is that, depending on their own playtsyle, the map, the site, the opponent, Sharpshooters 
will use different agents to face different situations. Even if their focus is always the gunfight. That will create some 
diversity and push them to blend more utility-centered tactics in their gameplay. 


This means that every operator should have one controlable gun. That's the baseline. It makes the operator usable by a 
player who is here to fight the opponents, not his gun. But when the firerate is low, that makes the gun substandard. So 
every operator should have at least one option that is in the standard, or above. 


Standard Rifle. Firerate around 750, manageable recoil, 45 damage, and 30 capacity. The AR33 and F90 are good 
examples. 


Standard SMG. Firerate around 800, low recoil, 33 damage, and 30 capacity. The MPX, MP5 and PDW9 are good 
examples. 


- It's okay to have a lot of standard weapons in the game, that are mechanically very similar. You have burried the idea 
of having widely different weapons when you chose to tie your weapons to your heroes. (And when you decided to go 
for 100 heroes.) 


- Having weapons that are way above the standard is not a problem in itself. It can create variety issues, though. 


- Having weapons that are below the standard is fine. You just need to consider who has them, and what are the other 
options. 


- Also, it's good that some weapons are only used by few players, with the according playstyle (RONI, L85A2). 


Defender weapons 


Attackers should have largely access to Defender's weapons. It's not a problem if a Defender Weapon is too weak, 
because Attackers have other options. And if Defender Weapons are too strong, then Attackers should have them too. 


Paintball launcher 


Second wave option to discuss: Adding a Paintball launcher as a secondary weapon. (For Attackers and Defenders.) 


The obvious use cases are Ballistic Shields, Talon Shields, Deployable Shields, Black Mirrors, Bulletproof Cameras, Evil 
Eyes, and trolling opponents. But the real tactical value is to spray the floor, and use the paint as a witness to check if 
someone passed by, and the direction they went. Also, if you splash paint on a wall, it will mess with people's visual 
detection. Pros can spot a pixel that's out of place, so if you mix paint and destruction, you can really slow down their 
processing speed. 


There is the option of using pepper projectiles. Not as fun. There is also the option of making paint interact with fire. 
Burning in a few seconds, and creating smoke. But that's probably a lot. 


Reloads 


- Vaulting should interrupt reloads. 
- Remove the Tactical Reload mechanic. 


- Belt-fed Weapons keep their current Reload. 


Only Speed Reloads. When the Operator reloads, the old magazine is dropped, with the ammo that was inside. 
Reloading after firing one bullet won't be viable anymore. It will give more weight to the action of firing, of reloading, to 
the weapon's ammo capacity, and to secondary weapons. 


Second wave option to discuss: Restauring Tactical Reloads, without the magical bullet transfert. When you feel like you 
can cut gunfighters some slack, allow them to keep the old mag. (By holding the "Reload" Key, or double taping it.) The 
Operator will always charge the most full mag. If the player wants to charge the most empty mag, he can hold the 
"Interact" or "Vault" key while doing a tactical reload. 


Shotguns 
Hipfire 
- They should behave like rifles, in regards to Hipfire. 
Whether Aimed Down Sights or Hipfired, Shotguns should always have the same spread inherent to the weapon. But in 
Hipfire, add a randomness cone (like with rifles). When we hipfire, the spread could be on the left of the cone, or right 


and down. If you absolutely want to have one pellet in the middle of the crossair, that's fine. The rest of the spread can 
be tangential instead of centered. 


This change is needed # for the consistency with attachments (see Laser), and # for the in-game logic. 


Shells 


Second wave option to discuss: Giving two ammo types. Slugs and Buckshot. (It doesn't have to be all shotguns.) 


An operator could choose to reload from one ammo reserve or the other. Similarly to Capitao bolts. For exemple, you 
could switch ammo type by holding "Interact" and pressing "Weapon Swap", or "Primary Weapon". You could unload 
rounds by holding "Interact" and pressing "Reload". 


We could give semi-auto shotguns the same damage as pump-action shotguns. The later would have the advantage of 
ammo choice. 


Topic 2 
Solving the problem of cheaters 


If there is too many cheaters, the game loses every element of skill, every element of competition. It's just a sandbox. 
And it doesn't appeal to me that much. And | think it's not the intent behind Siege. That means I'm forced to mention 
the topic. Because right now, the game is pointless. Any discussion about the game is pointless if we don't have hope 
that this problem can be solved in a few years. 


- What solving cheating means? 
In ranked, a player (no matter his level) encouters less than 1 cheater in 20 game. 


- How do we get there? 
Three complementary axes: License, Detection, Prevention. 


License 
- What's the idea? 


In traditional sports, you need to register to compete. You give your name to a Federation, an official identity proof, and 
you pay a fee. 


We need the same in gaming. We need at least one international Federation. National Federations would be a luxe. 
They don't need to be focused on one specific game. They would sell to publishers (Ubi, Riot, Valve, EA, etc.) the 
verification of players. 


ESL is focused on the Pro scene. Faceit is more like what we need, but with paper licenses instead of an anti-cheat. 


- Why a license? 

Because that's the only way cheating has consequences. That's the only way cheating is more difficult, and more risky if 
you do it again after getting caught. That's the only way detecting/banning a cheater has an impact. Now, they need to 
go to the "Identity document forgery" territory. And that's a territory where you can fight against cheaters. Contrary to 
the "phone number" territory. 


- Who would need a license? 

Champions, for starter. Many cheaters are after the pride. So you take that from them. You let anyone play at top ELO. 
But you only give champion rank/icon/badge to verified players. Then, as more and more players are verified, you lower 
the threshold. You only give diamond rank/icon/badge to verified players. At some point, you could give verified players 
in Plat+ the option to only matchmake with verified players. You also give diamond/champion verified players the 
priority to fill their match with verified players. For the cup, you could lock one tier behind a license. 


- How much would cost a license? 

$15 for 2 years seems right. (You can't register for only one year.) Note that you are verified for all the games covered 
by the Federation for this price. Obviously, the Federation would choose the fee. But their operation would be financed 
by publishers. 


- What about closet cheaters? 

Yeah, in theory, they could stay under the radar. But it means they are not disrupting the experience of players. If they 
are undetected, they are playing exactly like fair players. They're juste placed above their level. It's not that big of an 
issue. Because if I'm a champion, | can't ask for 100% certainty that | am at my "true" place. | want 100% certainty, | go 
in Pro League. Worst case scenario: the top ELO is full of closet cheaters. It would take away some motivation to reach 
the top ELO. But if you are just below the top ELO, you have the option to play in pracc/faceit/cup/lan/etc. (Especially if 
there is only cheaters above you.) Everyone knows that top ELO is not the top of the game. Besides, the top ELO would 
be under the most scrutiny, and closet cheaters would get detected eventually. 


Detection 


That's the classic stuff you are already using. Without licenses, it's hopeless. If you can't keep out the cheaters that you 
detect, they will come back indefinitely. There is a population of cheaters that is willing to pay to get a rank. If this 
population is 1 in 20 active player, it means a cheater in half the games (in a given ELO). Even if you can detect them in 
one game, they will be back next season to try again. And the damage is done, because legit players will get disgusted, 
they will stop playing ranked. That increases the proportion of cheaters. If cheaters are ready to buy an account every 
season, even perfect detection doesn't do shit. 


Anti-cheat 
I'm not sure if Battleye has a perfect detection... wouldn't bet on it. Having an anti-cheat is necessary. It's not sufficient. 
By the way, anti-cheats are like anti-virus. Their cash-flow, their existence, depends on the problem not getting fixed. 


Data analysis 

You will catch blatant cheaters. The spin-bot, the one-tap hipfire across the map. You won't find cheaters that don't 
cross the top player in the world. You can refine your analysis, and they can refine their cheats. You put Al in it, they put 
Al in it. It's pure logic, this approach stops working at human limit. So you've reduced aimbots to the level of Spoit. And 
you can't do anything against wallhack. 


Prevention 


That's the Black-Box approach. Kernel level anti-cheat are a step in this direction. Consoles are Black-Boxes. The 
protection of the game code would be a form of Black-Box. But it's a dead end. No matter how much you secure your 
Black-Box, the player needs to play. He needs to give inputs. He needs to receive feedback. And you can put a cheat in 
the loop. In the form of a robot, literally sitting in the chair, if you want to be pictural. Or more realistically, a webcam 
looking at the screen, and a switch beetween the controller and the Black-Box. 


So prevention works for lans, but it's seriously limited online. You could prevent wallhack. That's a plus. But you can't 
stop "human emulator aimbots". 


Combined approach 


If you can spot (most) cheaters with detection, and prevent them from getting in high ranks with licences, then you've 
eliminated the ones who want the pride. It only leaves in medium-low ranks the ones who want the chaos, and they will 
be detected easily. Also they're a different profile. They don't have the motivation to spend money on accounts again 
and again, just to spin-bot. More importantly, players know that they can get rid of cheaters if they go in higher ranks, 
or if the threshold for verification is lowered. And with good prevention, you can guaranty that Pro League is clear from 
cheaters. (Lan events, at least.) 


What now? 
I'm not pretending to be a subject matter expert. | only know what the average gamer hears. But we need to talk about 
this topic. You need to explain things better. Cause right now, the things we know, they tell us that the game is screwed. 


Topic 3 
Slow ADS 


Y9S1 reveal. "With Deadly Omen, we are going to upgrade the ADS and the attachments system. We are going to 
bring this awesome gunplay and gunfeel, and make it even better." 


Ouch, that is wrong. Aside from pistols and shotguns, every weapon has seen its max speed drastically reduced, and feel 
worse. 95% of FPS players will agree with me. (I know, Steve. The speed of your Holo and Vertical grip rifle is not 
affected by much. It's great to be you.) 


I'm trying to understand why you did this. Sure, it's an easy change, and it sends a message. But it will have zero impact 
on the TDM meta. It does two things. #1 It makes the gunplay feel worse. #2 It's hindering the dexterity of players. (See 
Topic 5 to understand why it matters.) 


Y9S1 reveal. "So for the ADS, we're slowing down the time it takes for you to come from hip to the fully ADS state. 
This means that if you have a plan, you are in control of an angle, you will get rewarded here." 


Sorry, that's wrong again. Players are not rewarded for holding an angle. Players are being punished for leaving their 
sights. Because it will take an eternity to get back into ADS. It's a pain to move around the map when you have to call for 
your aim three days before you need it. But players were already timing their aiming to be ADS when they enter an 
angle, and they will continue to do so. Or they will jiggle-peek, since it's now the most efficient technique. 


If a player is holding an angle, he will still get pre-fired, or jiggle-peeked then pre-fired, or close peeked, or wide peeked. 
Peeker's advantage will still be against him. He will win or lose exactly the same as before, because what matters is his 
positioning, his crosshair placement, his reaction time, and his aim. The ADS speed of the opponent was not a factor. If 
in the past, | surprised an oponent un-ADS in my angle, and | managed to let him shoot me, it was 100% my fault. | 
deserved to lose that duel then. And | deserve to lose it now. 


Yes, | am saying that players need to face their skill level. They need need to come in terms with the fact that this level 
will impact their chances of success. Because this is an opposition game. With opponents. If | can't hit the wide side 
of a barn, | need to use a shotgun, or a C4, or a trap, or a teammate. Also, | can improve. 


By slowing down ADS, you've increased the punishement for not being ADS when we should be. It's true. But there was 
already a punishment, and it was sufficient. It's something we can agree on, right? | don't need to bring up reaction 
time, Hipfire dispersion, ADS speed, and TTK? So you've break something to fix nothing. (See Topic 7.) 


And | swear, the guy who changed the ADS speed is playing with his Aim on Toggle >< 


Why slow down ADS? 

It wasn't for the gamefeel. It's worse now. It was just to force everyone to play laser? Like you incentivized everyone to 
play Extended Barrel? And Silencer before that? What's next? Forcing everyone to play with no attachments? Hey, if 
that's the case, | only want to applaud the trick. Sadly, | doubt it was just for the rave. There is too much worrying signs. 


For the balance? What balance? And you don't sacrifice gamefeel for the balance. There is a thousand ways to fix the 
balance, but there is no way to fix the gamefeel. On that note, you do realize that many FPS have an ADS mechanic 
precisely for the gamefeel, right? Apex doesn't use it just for the immersion. Valorant doesn't use it for just for the 
balance. So why on earth would you break its primary function? 


To add more tactics? Where? Where is the boost in tactics? Movement was already tactical in the game, by virtue of 
sound, TTK, and objectives. You couldn't frolic around and keep your head. By the way, CS has a delay of what, 150 ms? 
between walking and full accuracy. Still has tactical movement. 


To remove run&gun? The only way to remove run&gun from the game is to remove either the movement, or the guns. 

Are you going to turn Siege into Aimlabs? Do you realize that the TDM meta could stay even if there is no movement in 

the game? Stopping people from moving don't make them care about tactics. Because that's what is bothering you. It's 

not that players go against the objective. (Eliminating the opposing team is one way to complete the objective.) It's that 
some players don't choose the path with the best chances of success. They choose the shortest path to an engagement. 
But you can root them in the ground, they will seek engagements, and ignore the rest. 


Yeah, you must know that. Which means that the plan is not to remove all movement from Siege, just enough to 
evacuate the dexterity. Just enough so anybody can play with his feet and stay competitive. Just enough so 
Sharpshooters don't gain any advantage over Tacticians from the movements. That's the balance you were adjusting. 


I see... | don't like it. You don't remove dexterity. You counter it. With utility. With Ballistic Shields, Black Mirrors, Talons 
Shields, Deployable Shields, Smoke grenades, Stun grenades, Frag grenades, C4, EDD, Dread mines, Banshees, Welcome 
Mats, etc. There is no dexterity to take away from the gold standard. Now, finding the gold standard should be another 
discussion. (See topic 5.) We won't solve it in one season, but it's obvious that slowing down ADS takes us away from 
this standard. And | think that the changes proposed in this doc take us closer. 


Is there a misconception? 

The quotes above, and the changes... they give me the impression that you've made a false assumption. You think that 
Siege is it's own thing. That Siege is not a Player Versus Player FPS. What is true for other games is not true for Siege. 
Well, in terms of fundamentals, Siege is very much a PVP FPS, and is very much concerned by its implications. I'll try to 
explain why. And if | fail to convice you, at least | can advance the conversation. 


Topic 4 
PVP FPS and Military Shooters 


Siege is a target game, like Darts, PVP FPS, Bowling, and many more. People play target games because it's fun to 
successfuly execute a shot. It can be throwing a dart, or pulling off a one-tap on CS. It was a beautiful shot, our brain 


send a chemical reward, we are happy. We want to continue. It's fun. The nicer the shot, the happier we are. If the 
target was small, far, if time is low, if we only have one shot, it makes things more difficult, and the shot more gratifying. 


Now, we can add another dimension to the Shoot: Movement. Because if the target is moving, and if we are moving 
ourselves, it makes the shot even more difficult, even more satisfying. It's the perfect mix to challenge our dexterity. 


That is the simple truth of target games. It's fun to use our dexterity to hit a shot. They've been around from the start, 
and they will be around until the end. PVP FPS are one form of target games. A form that combines Shoot and 
Movement. 


The core appeal of PVP FPS is that hitting a shot against a player is very difficult, and as a consequence very rewarding. 
The instant you affect the dexterity, you put the fun in danger. That's why weapon recoil is a very delicate thing to tune. 
That's why auto-guided munitions are not fun. 


- What about Arena Shooters? 

Yep, Arena Shooters are PVP FPS. They function on the same principles as slower games like Siege, CS, etc. They've 
simply amped up the movement. Examples are Quake, Unreal Tournament, Titanfall, etc. There is no real separation 
beetween slow PVP FPS, and fast PVP FPS (Arena Shooters), it's a graduation on movement speed. Which generates 
different kinds of aim. Arena shooters emphasize on Intercepting (semi-auto) and Tracking (full-auto), so the recoil has 
to say minimal. Slow PVP FPS emphasize on Tracking (crosshair placement), on Flicking (adjustment), and Recoil Control 
(to keep the aim engage when spraying on a still target). Arena Shooters make design choices to insure that the flow of 
movement and the fluidity of the aim is satisfying at every second. Slow PVP FPS make design choices to insure that the 
precision of the movement and the precision of the aim is critical at every moment. 


- Aren't Slow PVP FPS just Tactical Shooters ? 

No, we can't call them Tactical Shooters because Military Shooters already call themselves Tactical Shooters. They have 
guns, they have tactics. And they have trouble assuming that their main core is Immersion. Not Tactics, not the Shoot. 
Whereas in PVP FPS, the Shoot is always a main core, and Immersion is never one. CS could go Power Rangers, no one 
would care. Like no one care about the theme of Chess, or Darts. And people who play Siege for the Immersion will end 
up on Tarkov. 


- If more dexterity equals more fun, we should bring back quick leaning? 

Not in my opinion. But it's a matter of vision. Of where we want the game to be on the scale of the movement speed. | 
understand why people who wanted a fast game are sad that they can't quick-lean and drop-shot. It's true that it 
removes some fun from the speed aspect of dexterity, but it adds some fun to the perfection aspect of dexterity. It's like 
comparing the Roni and the OTs-03. One is fun because it allows you to cross out your opponent in a swing. One is fun 
because every shot is critical. 


- If slow is perfect, why slowing down ADS is a problem? 

Because at some point, there is no more perfection to gain, there is only fun to lose. It's something you seem to have 
missed. If you slow things too much, you totally remove the movement dimension of the dexterity. You remove the fun 
that was generated by it, and you damage immensely the feel of the game. Without adding any precision or perfection. 


You didn't make map navigation more precise, more tactical. Just more painfull. You've made it a chore, when it was fun 
in itself. Tracking the edge of a wall, scaning a room, aiming when the probability of a target was high. It was smooth, 
quite pleasing. Now it feels bad. You left only two alternatives: Stroboscope, or World of Tanks. You are game 
developers, there must be someone in your team that know a few things about flow state. Who understands that 
changing your input according to the environment is essential for the gamefeel. Surely, you must know that we've lost 
something here? And don't tell me it's to give it more weight, make it feel more real. I'm watching an elite operator 
aiming slower than the Queen. May her soul be in peace. 


In Siege, movement should be precise, but it should exist. It should complement the shoot. With the Y9S1 update, it's 
not possible to use any dexterity during the ADS animation. (No changes for you Steve, we know.) There is still dexterity 
in the aim (once the animation is over). But you've removed the dynamism, the dexterity, and the fun that was 


generated during the animation. You do realize that we are not shooting most of the time, right? Most of the time, we 
are navigating the map, going in and out of ADS. (And I'm not talking about rifles with ACOGs. Even an SMG+Holo+Laser 
feels awful.) 


- So, if we only broke the fun of a minority of players, it's not that bad? 

Well, it's a problem if you don't understand that this is not a safe direction. If you think you can have the recoil of a 
Military Shooter. If you think that you can have the movement of a MOBA. It will be bad if you remove enough dexterity 
from the game. 


- What's wrong with Military Shooters? 

They're not inherently bad. They simply focus on a different fun than PVP FPS. There is a real divide between the two 
genres. People play Military Shooters for the immersion. That's the fun they are seeking above all else. And yes, they 
will obviously have guns. And some degree of dexterity. But the primary goal is to be a soldier, not to chain 360 no- 
scopes. So the game will give dexterity the exact place it holds in reality. (No accurate fire on the move, No laser-beam 
recoil, etc.) Players can also draw some fun from tactics and teamplay. Sometimes, the game will take agency away from 
the player to insure the validity of real tactics. (Suppressive fire, etc.) 


So, to sum up: 
- A PVP FPS promises a dexterity contest. Tactics and teamplay are here to enrich the gameplay. 


- A Military Shooter promises immersion. Dexterity, tactics and teamplay are in service of the immersion. 


- Can't we combine slow PVP FPS and Military Shooters? 

You can't do both because the dexterity a player has with a mouse/controller is not realistic. If you aim for the middle, 
you will take away some fun from the people who want to compete with their true dexterity, and from the people who 
want a full immersion. At some point, they will leave for a game where they're having more fun. 


So it's a question of audience. If you think there is an audience for a half-dexterity half-immersion game, go for it. | 
would only ask a heads-up. In the end, games genres are not boxes, they're a tool to describe in one name what's fun in 
the game. I've said that removing dexterity was a dangerous direction, because | think there is a lot of Siege players who 
want to compete with their true dexterity. Because | think they will leave the game if they can't have fun in it. 


And by the way, it doesn't mean | think there's only one way to do a slow PVP FPS. Just that they have the same core. 
You want to add tactics? That's a great combinaison. Teamplay? Awesome. You want a realistic ambiance? Or a tacticool 
gadget flavor? You choose. A serious tone? A hype tone? Either is fine for me. 


- Maybe dexterity is not the core of Siege. Maybe it's tactics. 

Okay, thought experiment. Let's remove the tactics from Siege. We delete the bombs, we add respawns. We have CoD. 
Scratch that, let's remove the dexterity from Siege. We give operators auto-aim. We have a Team-based Raven Shield. 
And from a top-down view, it's a MOBA. Now that we've situated the extremes, we can discuss more clearly the vision 
for the game. 


When | started Siege, | thought your vision was to have a dexterity game (PVP FPS) with some tactics. Like CS. But a year 
later, | realized "Oh, they're going heavy on the tactics." And | was cool with that. | thought your vision was to put as 
much tactics as possible in your dexterity game. That they were the two cores of the game. But | never imagined that 
dexterity was not a core in your eyes. 


Yet, here we are. You've amputated the dexterity, not even to reach Military Shooter standards, but you cut down pass 
that to artificially make tactics more important. So I'm forced to ask a lot of questions. Like "Are you going to go 
further?" "Do you think that Siege is not a PVP FPS?" 


Topic 5 


The gold standard 


For the conversation's sake, let's consider that Siege is a slow PVP FPS with two cores: Dexterity and Tactics. (And 
Teamplay being a special core, since it creates fun from the two others.) I'd like to quickly describe the gold standard for 
dexterity in such a game. And to schematize, it leaves you the all axis between Abstract, and Realistic. On top of that, 
you can go for simplicity, or complexity. 


Side note. Realism is not necessarily a goal, it's a domain. Since it's a domain we all have in common, when you're in it, 
you don't have to explain things. People understand immediatly. People also expect things to be in this domain by 
default. When you go in the domain of complex abstraction, there is a lot to explain. Because you have chosen a 
(partially) realistic theme, Siege has a lot of mechanics in common with Military Shooters. And it could borrow more. But 
it doesn't mean that Immersion is now a core of the game. At best, it is a positive secondary effect. 


Movement 


We've got our movement speed set on the slow end, so no demon speed or acceleration. On the other hand, agents 
should not operate at 0.5x speed. 


Complexifying 

If you wanted to be more Abstract, you have a lot of room for creativity, even at a reasonable speed. If you want to be 
more Realist, you could still have elaborated movement mechanics. Think Mirror's Edge. And you can keep only the 
options that align with the "Operator" fantasy. 


Towards Abstraction: 

- Adding climbing. 

- Adding wall running. 

- Adding bunny-hoping. 

- Adding double-jump. 

- Adding rocket-jumping/grenade-boosting. 
- Adding surfing. 


Towards Realism: 

- Adding sliding (in a limited way). 

- Adding jumping (in a limited way). 

- Adding climbing (in a limited way). 

- Adding boosting/climbing on an ally (in a limited way). 

- Adding spartan kick. 

- Adding muzzle strike. 

- Adding inertia at the right timings. 

- Adding an endurance stat. 

- Taking into account barrel collision in walls. 

- Blocking the sliding of the rappel hook on the edge. (Leaving only limited lateral movement when rappeling.) 
- Soliciting two hands when moving up on the rappel. 

- Soliciting one hand when moving down on the rappel. 

- Holding weapons in one hand. (In rappel, climbing, DBNO, Welcome Mat, throwables, melee, etc.) 
Simplifying 


- Removing leaning. 


- Removing ADS. 

- Removing lying down. 

- Removing vaulting. 

- Removing Operator speed rating. 
- Removing melee. 


- Removing rappeling. 


Shoot 
Complexifying 
Towards Abstraction: 
- Using a projectile model instead of hit-scan. (Travel time + drop.) 
- Adding weird weapons. (Ray, bubble, etc.) 


- Adding weird spread/recoil pattern. 


Towards Realism: 

- Adding inaccuracy. 

- Adding limited lateral recoil. 

- Adding weapon oscillation when ADS. 

- Respecting height-over-bore. 

- Respecting open-bolt designs. (Delay + Recoil + 0 in the chamber.) 
- Increasing bullet size. 

- Using a projectile model instead of hit-scan. (Travel time + drop.) 
- Adding damage localization. 

Simplifying 

- Reducing/removing recoil. 

- Removing first bullet jump. 

- Removing reloads. 

- Removing headshots, limb shots. 

- Removing bullet penetration. 

- Removing hipfire shooting. (The operator would automatically go to ADS.) 
- Removing ADS. (The operator would have full accuracy in hipfire.) 
- Keeping only one weapon in every class. 


- Removing weapon attachments. 


Outside of the dexterity core 
Complexifying 
Towards Abstraction: 
- Adding RPG stats. 
- Adding superpowers. 
- Adding weapon crafting. 


- Adding economy system. 


Towards Realism: 


- Adding abilities/proficiency system. 

- Adding complex health system. (Bleeding, incapacitating, etc.) 
- Adding stress system. 

- Adding doors. 

Simplifying 

- Removing primary gadgets. 

- Removing secondary gadgets. 

- Removing drones. 

- Removing barricades/reinforcements. 
- Removing destruction. 

- Removing objectives. 


- Removing HUD. 


Falling out of the gold Standard 


To reiterate, this is not a binary choice, either Abstract or Realistic. | was sketching the boundries of dexterity's gold 
standard. | wanted to illustrate that dexterity doesn't have to be absolute to be in the gold standard. It can be limited by 
movement, by recoil, by utility, etc. But it needs to be good. 


Let's take an example: A wide swing of the deep corner of a room, with a timed ADS. In Y8S4 it felt good. In Y9S1 it feels 
like shit. No more fluidity, no more speed, no more dynamism, no more dexterity. This move, it's not something bad for 
the game. It's not an Arena Shooter move. It's CQB proficiency. It's more realistic than everything else in the game. It's a 
tactical, methodical, deliberate, precise, calculated, controled, reharsed, trained, perfected move. It's inside the gold 
standard. You can't pretend having a great FPS game with an ADS mechanic, if this move feels bad. 


Maybe you think it's a run&gun move. It isn't. It's the most basic way to enter a room. And any player is susceptible to 
use this move. Maybe you think it's an unfair move that need to be prevented. It isn't. A player who swings wide is not 
breaking the game. He commited to his plan, he is exposed to a lot of angles, without cover. He announced himself with 
his footsteps, and now that he is in ADS he is a slow target. To maximize speed, he has a SMG with low damage, no 
magnification, limited recoil reduction. There is no way a Tactician could lose this duel and say in good faith it's because 
of the game. 


(No Thomas, I'm not saying that because I'm a no-brain Ash-main. | care equally about shoot and tactics. I'm a mid 
player. You're just bad at positionning. If you can't track a target, hold an angle that will close itself when you get 
swinged.) 


So the ADS time should never be atrocious. Not when a player leaves the sprint, and especially not when he is idle. 
We're not talking about an inconsequential detail. It's the transition to accuracy. It's your ability to shoot. It needs to be 
good. It's not something you slow down to lower the skill ceiling at the level of Tacticians. 


How to make a Rainbow Six Siege game 


- Take an operator from a Military Shooter. Keep the most important controls. (Creep, Sprint, ADS, Lean, Crouch, Prone, 
etc.) 


- Put him in a destructible map with a bomb. 
- Set the shoot on "dexterity". 


- Add gadgets at will. 


It's really not that mysterious. What are you doing with your syrup ADS, and your twitchy jiggle-peek? Not in the recipe. 
And that recipe, man it's something. CS made the choice of isolating the Shoot from the Movement, in reaction to the 


Arena Shooters of his time. Valorant made the choice to be CS. Siege is the only game with a precise shoot combined 
with precise movement. And that kills. 


Different tastes 


| know many players will not like the recipe above. For some people, they are used to their jiggle-peeks, and they like it 
that way. For some people, they think that Siege should be a Military Shooter, that it should have way less dexterity. But 
for everyone who isn't blinded by his feelings, it should be evident that this is not my recipe. This is what the devs 
decided to cook in 2015. 


I'm not saying they had a perfectly clear vision. They tried to put a lot of immersion, then realized it wasn't a good 
match. Watching the E3 trailer, lots of people saw what they wanted to see. A Military Shooter. When it was obvious 
that they were looking at a CS game played by Ground Branch operators. (Imagine the shock when they discovered that 
operators had superpowers ^^) 


Then, people started jiggle-peeking like their operator was having a stroke. And at no point it crossed their mind that 
this "feature" was not intentional. That it was just GunZ all over again. 


Different people like different things. Want different things. | want a decent ADS speed. And | think it should be in the 
recipe. | think this is what you are cooking. Let's imagine that you've made a mistake, an experiment. That I'm right 
about the recipe. It doesn't mean that | want to end jiggle-peeking at all cost. | can live with teammates that jiggle-peek. 
I'd rather play against jiggle-peekers, than against cheaters. | prefer jiggle-peekers inside the playerbase, than outside. If 
this is something people need to play the game, they can keep it. 


Why dexterity matters 


Because it is what many (many) players are here for. You presented the game as a PVP FPS. You said "Come play Siege 
to face other players in a dexterity contest". Sure, you said that tactics and teamplay would be part of the game. The 
thing is: Tactics are an immaterial skill. Dexterity is a material skill. A motor skill. You don't get to decide what it is, how 
it will play out. It is defined by reality, by biomechanics, by our hands, by our mouse/controller. 


It's not your thing, it's ahuman thing. You're not here to choose the game. You're here to provide the playing field. 
You're here to help players develop/master/use their dexterity. Because that's what they are here for. Because that is 
something fun for a human. 


Teamplay, we'll talk about it later. Tactics, they are easy. Not important. They don't have to be perfect. Dexterity is 
critical. Not just in FPS. You think that a Fighting game would throw away the gold standard, and make the execution 
clunky to give more importance to tactics? No, they will create a new character with easy moves. You think that a 
Platformer would compromise the gamefeel for the immersion? Hell no. You think that a Rhythm game would caliber 
itself for koalas? This is not Far Cry. You're in the same playground as CS for Christ's sake. 


What did I miss? 


It's clear that you care about the game. And about what players think/say. You've fixed enough technical issues to show 
that. (Barricades debris, dead bodies, bullet holes, DDOSing, opponents rim light, etc.) You've added enough stuff to 
show that. (Match replay, console cross-play, cross-progression, ranked 2.0, shooting range, attacker repick, etc.) So you 
probably changed the ADS speed thinking it would be good for the game. 


Is it that I've missed an element? That it is good for the game? 


Is it that you've made a bad evaluation of the situation? Because another thing is clear: you lack ressources. (Maybe 
it's poor management, maybe you don't have enough to start with, | can't know.) And when you're short on people, you 
don't have time for reflection. 


Is it that you don't understand dexterity? 


| wouldn't judge you for that. (Steve will definitely judge you.) The fact is, mastering FPS mechanics is not for everybody. 
Just like mastering piano is not for everybody. There is a lot of signs telling me it's not your thing. 


ADS speed. You set it on "Excruciating". 

T-hunt. You said why you removed it. But you don't seem to know what is the issue with removing it. 

Deathmatch. You've put footstep in a training/warm-up deathmatch. 

Passive gadgets. You fear them for no reason. 

Optic reticles. You are treating them as a display of the operator personality. When they're here to help the player aim. 
Iron sights. You are pushing players toward them before making them usable. 


Automatic actions. You don't give the option to turn them of. (Reloading, swapping weapon.) Many players will value 
consistency. They want their operator to swap weapon when they hit the Swap Weapon key. 


Run&gun. You are confusing run&gun players with TDM players. 
Sharpshooters. You're blinded by their shoot. You don't see the strategies, the tactics, the techniques they use. 
Shoot. You don't seem to see the simple fun of using your shoot. 


Skills. You don't seem to understand that a player owns his dexterity. He will keep it when he moves to another game, 
to another activity. Tactics, they are obsolete in a hearbeat. You can only keep the most basic bare-bone sun-tzu 
bullshit. 


If you're bad at piane shooting, you should probably look for insight from people who know their stuff. (Can't be Siege 
players.) If I've misread the situation, and you guys want to try things, | can accept that. Experiment, see what happens. 
I'm giving you my feedback: this change, it feels bad, and I think this direction is dangerous for the game. 


Topic 6 
Fixing the gamefeel 


| will show you how to make the gamefeel a lot better, while rewarding tactics, and punishing mindless aggression. 


Weapons 
Weapon classes 


| know you want the keep the system simple, so it's easy to understand for players. | have something simple for you: 
What You See Is What You Get. Players can understand that the Super Shorty and the ACS12 behave differently. (And 
DMR, Support Rifle... it's fluff.) 


<Pistol> Light Handguns. <5.7 USG, GSh-18, P-10C, P9, P12, PMM, Q-929, RG15, SDP 9mm, USP40>. 

<Pistol> Medium Handguns. <1911 TACOPS, C75 Auto, M45 MEUSOC, Mk1 9mm, P226 Mk25, P229, PRB92>, Bailiff 410. 
<Pistol>/(Short Barrel) Heavy Handguns. <D-50>, (Keratos .357), .44 Mag Semi-Auto, LFP586, .44 Vendetta. 

(Short Barrel) MP. (Bearing 9, P10 RONI, SMG-11, SPSMG9), FMG-9, MP7, SMG-12, UZK50GI. 


Ultra Short Shotguns. ITA12S, Super Shorty. 


«Bullpup»/(Short Barrel)/[Long Barrel] Shotguns. «SIX12, SIX12 SD», (M870, FO-12, TCSG12), ACS12, SASG-12, SPAS- 
15, [BOSG.12, ITA12L, M1014, M590A1, SG-CQB, SPAS-12, Super 90, SuperNova]. 


«Bullpup»/{Midway}/<Pistol >/(Short Barrel)/[Long Barrel] SMG. «Aug A3, P90, T-5 SMG», {9mm C1}, <Mx4 Storm>, 
(MPS5K, Vector .45 ACP), 9x19VSN, Commando 9, M12, MP5, MP5SD, MPX, PDW9, UMP45, [POF-9, Scorpion EVO 3 A1]. 


«Bullpup»/(Short Barrel)/[Long Barrel] Rifles. «F90, [AUG A2, F2, L85A2, SC3000K, T-95 LSW]», (K1A, 416-C Carbine, 
552 Commando, G36C, LMG-E, R4-C), AK-12, AK-74M, AR33, M4, M762, [556xi, C7E, G8A1, Type-89]. 


«Bullpup»/(Short Barrel)/[Long Barrel] Heavy Rifles. «[Spear .308, OTs-03]», (PARA-308, V308), AR15-50, Mk17 CQB, 
[417, ARX200, CAMRS, DP-27, Mk14 EBR, SR-15]. 


[Long Barrel] Intermediary LMG. M249, M249 SAW, [ALDA 5.56]. 
{Midway}/[Long Barrel] Full LMG. {[6P41]}. 


Anti-Materiel Rifle. CSRX 300. 


Weapon properties 


Bullpup 
+2 ADS speed. 


+2 Recovery speed. 


Midway 
+1 ADS speed. 


+1 Recovery speed. 


Pistol 
+1 ADS speed. Does not apply to Handguns and MP. 


+1 Recovery speed. 


Short Barrel 
+1 ADS Speed. 


+1 Recovery Speed. 
-1 Damage. 


-1 Damage Drop-Off Range. 


Long Barrel 
-1 ADS Speed. 


-1 Recovery Speed. 
+1 Damage. 


+1 Damage Drop-Off Range. 


No stock 
+2 ADS speed from Low Port (Sprint). 


-2 Recovery Speed. 
+50% Recoil. 


Weapons encumbrance 
Primary Weapon 


-1 Discretion. 


Please, give the option to not have a Primary Weapon in a Kit. Except when it is the primary gadget. (See Discretion 5.) 


Automatic Secondary Weapon 
- They can't be in the same Kit as an Automatic Primary Weapon. (Because ammo, or whatever.) 


- They can't be wielded at the same time as a one-handed Ballistic Shield. (Because too cumbersome.) 


-1 Discretion. Non cumulative with the Primary Weapon malus. 


Those rules will allow you to give Machine Pistols to more operators, now that you won't fear to give them too much 
firepower. As a consequence, it should encourage players to equip DMRs and shotguns as their primary weapon. 


- Give a secondary MP to every Attacker who has a primary Shotgun or DMR. 


- Give a pistol to every Operator who has a full-auto primary, and no pistols. (Amaru, Solis, and Vigil.) 


AMR 
-1 Movement Speed. (Does not apply to Sprint Speed.) 


- Sprint Speed can't exceed 8. 


Intermediary LMG 
-1 Movement Speed. (Does not apply to Sprint Speed.) 


- Sprint Speed can't exceed 8. 


-1 Discretion. 


Full LMG 
-1 Movement Speed. (Does not apply to Sprint Speed.) 


- Sprint Speed can't exceed 7. 


-2 Discretion. 


Ballistic Shield 
-1 Movement Speed. (Does not apply to Sprint Speed.) 


- Sprint Speed can't exceed 8. 


-1 Discretion. 


Extended Shield 
-1 Movement Speed. (Does not apply to Sprint Speed.) 


- Sprint Speed can't exceed 7. 


-2 Discretion. 


Weapon attachments 


Muzzle attachments 


Muzzle break 
Maximizes recoil reduction, at the expanse of comfort and discretion. 


- Reduces vertical recoil for each bullet in the burst (-20%). 


- Negates first bullet jump. 


- Increases muzzle flash and muzzle blast. 
- Increases the sound propagation distance. 
- Reduces peripheral vision. 


- Reduces audition. 


The sensory penalties would be reasonable in semi-auto/tap fire. They would be very intense past a 4 rounds burst. 


The idea is not to simulate authentically the sensation of firing a gun. We don't want to make it truly uncomfortable. (No 
stroboscope.) Rather, we want to reduce the player ability to see/hear. The flame VFX could "burn" the image. Leaving a 
bright horizontal hourglass, when the rest of the screen is getting darker. Some sort of retinal persistence. Since it's a 
consequence of the flame, weapons with bigger caliber and shorter barrels would be worse. Making SMG and DMR 
more enticing. 


Compensator 
Reduces recoil. By applying a constant downard and oblique force during fire. 


- Pulls the muzzle down (-5%). 


- Pulls the muzzle to the side (-25%). 


Flash hider 


Maximizes comfort. 


- Reduces muzzle flash and muzzle blast. 


Silencer 
Maximizes discretion and comfort at the expanse of maneuverability. 


- Reduces sound. 

- Negates muzzle flash. 

- Reduces bullet trace. 

- Negates first bullet jump. 

- Reduces ADS speed (-1). Doesn't apply for integrated silencers. 

- Reduces Recovery speed (-1). Doesn't apply for integrated silencers. 


- Can't be attached to weapons with an integrated silencer. (duh) 


Extended Barrel 
Maximizes damage at the expanse of maneuverability. 


- Increases Damage (+1). 

- Increases Damage Drop-Off Range (+1). 
- Reduces muzzle flash. 

- Reduces ADS speed (-1). 

- Reduces Recovery speed (-1). 


- Can't be attached to Long Barrel weapons. 


The POF-9 already has a long barrel. It's 9 mm you dum-dum ^^ If you add an extension, the bullet won't exit the barrel. 


Choke 
- Reduces the spread of Shotguns (25%). 


- Prevents from firing Slugs. 


Handguard attachments 


Y9S1 Designer's Notes. "Only weapons with access to the Grips section can make use of these options. By default, 
they are unavailable, and you must equip the attachment to get the ability. As an example, the MP5K doesn't have 
the Vertical Grip bonus, and the F2 doesn't have the Horizontal Grip bonus." 


Don't be like that... You are making your 3D Modeling Artists sad. Telling them what they do have no impact. The MP5K 
obviously has an integrated Vertical Grip. The F2 an integrated Horizontal Grip. 


Vertical grip 
Maximize walking speed while ADS. 


- Increases Walking speed while ADS (+1). (Meaning +20%.) Non cumulative with the bonus of the Iron Sights. 
- Reduces vertical recoil (-20%). 
- Increases ADS speed (+1). 


- Increases Recovery speed (+2). 


The C75 Auto, Bearing 9, FMG-9, M12, MP7, SPSMG9, have an integrated Vertical Grip. 


Horizontal grip 
Maximize lateral recoil control. 


- Reduces lateral jumps (-75%). 

- Reduces lateral deviation (-25%). 
- Reduces vertical recoil (-10%). 

- Increases ADS speed (+1). 


- Increases Recovery speed (+1). 


This option uses the handguard of the weapon. It is only available to weapons with a long enough handguard. This 
excludes: Handguns, Short Barrel MP, Bullpup SMG, Short Barrel SMG, AUG A2, F90. 


Angled grip 
Maximize ADS speed. 


- Reduces vertical recoil (-10%). 
- Increases ADS speed (+2). 


- Increases Recovery speed (+1). 
The P90 has an integrated Angled Grip. 


The Angled Grip can't be attached to Short Barrel MP, the AUG A3, and the T-5 SMG. 


Mag well grip 


(Or equivalent.) Default. Weapons with a handguard or an integrated grip use the corresponding option as their default. 


Laser 
- Provides an accuracy gain. This gain is disturbed by the movements of the Operator. 


- Increases Recovery speed (+1) in OTS and CUTA. 


When you don't move, you have full accuracy without Aiming Down Sights. You still have an accuracy gain during 
Walking, Creeping, Rotating. 


Under Barrel Shotgun 
- Reduces vertical recoil (-10%). 


- Reduces ADS speed (-1). 
- Reduces Recovery speed (-1). 


- Prevents Horizontal Grip. 


Under Barrel Grenade Launcher 
- Reduces vertical recoil (-5%). 


- Reduces ADS speed (-1). 


- Reduces Recovery speed (-1). 


Concerns the Lance and the Lifeline. Not Nomad's Launcher. 


Sights 


Irons sights 
- Increases Walking speed while ADS (+1). (Meaning +20%.) Non cumulative with the bonus of the Vertical Grip. 


Non-magnifying optics 
Default. | know you picked the ACOG as a default so you wouldn't have to use any malus. But your psychology tricks are 
getting in the way of the intuitivity. 


Magnifying optics 
- Provides magnification. 


- Reduces ADS speed (-1). It can't reduce ADS speed below 3. 


- Reduces Walking speed while ADS (-1). (Meaning -20%.) Non cumulative with the Cumbersome weapon malus. 


- Make 3x scopes variable, with a 1.5x setting. 


| thought you wanted to encourage long range? DMR are already tough to use, why are you giving them the privilege of 
having an optic that is a burden instead of a force multiplier? (See Kali.) 


Magazines 


Extended Magazines 
- Increases ammo capacity. 


- Reduces reloading speed. 


- Reduces ADS speed (-1). 


Several weapons have Extended Magazines as their only option: ACS12, DP-27, G8A1, LMG-E, PDW9, POF-9, T-95 LSW. 
The P90 doesn't have an Extended Magazine. 


Speed attachments 
- Increases reloading speed. 


Magazine tabs and Ranger plates. (See Maverick's rifles if you don't know what it is.) Not every Operator needs to have 
them. 


Recoil 


Well done. | see a clear intent, executed masterfully. If a player control recoil with his fingers (what he should do), he 
only has the range of motion to control a short burst. (3-5 bullets.) Just enough to deal 125 damage. So, hats off for the 
recoil tuning. There is some cursors | want to move. But | appreciate the coherence, and the dosage. 


To the players. | know many of you are controlling recoil with you arm. And some of you probably think that | am just 
bad with recoil, if | say that many weapons are barely controlable. | will ask you this question: how do you think your 
aim compare to a prodigy of CS? Because, maybe you've overlooked something that they know. Maybe it's more precise 
to control recoil with your fingers. Maybe your aim technique is not the most efficient. 


Don't balance your guns for who has them. Balance your gun for what they look like. It's the only option to get a good 
gunfeel. Give the AUG A2 the benefit of the vertical grip, for crying out loud. It should have less angular recoil* than the 
F90. The C7E looks like a well tuned rifle, it should have less angular recoil than the M4, which is combat gas. (The C8- 
SFW is overgased, but weighted down by the skeleton key.) I'm guessing you've amplified the effect of the firerate on 
the angular recoil by many orders of magnitude, until it was the principal factor. For game balance. (Understandable.) 
Even so, the 416-C shouldn't have more angular recoil than the R4-C. The K1A should have barely more angular recoil 
than the M4. Why does the MP5 have more angular recoil than the MPX? Why the Commando 9 have less angular recoil 
than the 9x19VSN? Why the Mx4 Storm have less angular recoil than the MP7? Why the screen shake is more intense 
for the POF-9 than the V308? It should be less than the PDW9. 


*By angular recoil, | mean the jump from bullet to bullet (up time). Not the speed of the mouse. 


| know in some cases, their owners are/were scary gunfighters. But don't break the gamefeel to balance them. Take 
away the optics, or the guns. When recoil is only a balance variable, it makes the guns feel fake. And learning them a 
waste of time. 


Damage 


Damage is less important for the gamefeel, but it still matters. We know that recoil happens because some damage is 
leaving the barrel. So don't balance your guns for DPS. Balance them for what they look like. Why the 552 Commando 
has more damage than the R4-C? Why the M4 has more damage than the C7E, C8-SFW and the AR33? Why the AK-74M 
has more damage than the AK-12? Why the F2 has less damage than the L85A2? Why the AUG A2 has less damage than 
the 556xi? Why the 6P41 has less damage than the M249? Why the PARA-308 has more damage than the V308, the 
ARX200, Spear .308 and the Mk17CQB? Why the Scorpion EVO 3 A1 has less damage than the MP5? 


Weapons with a high firerate and a long barrel will be very strong. (C7E, F2, G8A1, Ak-12, Type-89, ALDA 5.56, Scorpion 
Evo 3, Mx4 Storm.) I'm not clueless, | know there is a lot of stat that will light up a warning. | trust you to balance them 
with the recoil. For the 552 Commando, AK-74M, 556xi, M249, let them have bad DPS. Give them to operators who 
should have a weak rifle. Or give them optics, good iron sights, attachments for speed reloads, extended magazines, no 
lateral recoil, etc. 


We'll say that DMR use 175 grain ammo, against 147 for the battle rifles. As for Handguns, they're loaded with +P 124 
grain ammo, rather than the usual 115 grain stuff. They will still be weak. But that's why they are secondary. 


Damage Drop-Off 
Damage Drop-Off chart 


Damage DDO Weapon classes 
Drop-Off Range 
(scale) (m) 


8 300 AMR 


7 50 Heavy Rifles, Full LMG. 

6 45 - 

5 35 Rifles, Intermediary LMG. 

4 25 SMG, Shotguns (Slug). 

3 18 Heavy Handguns, MP. 

2 12 Light Handguns, Medium Handguns, Shotguns (Buckshot). 
il 8 - 


High Velocity 
-2 Damage. 


+2 Damage Drop-Off Range. 


List of High Velocity calibers: 4.6x30 mm, 5.7x28 mm, 5.8x21 mm, 5.56x45 mm, 5.45x39 mm. 


High Power weapons 
List of High Power weapons: AMR, Long Barrel Full LMG, Long Barrel Heavy Rifles. 


Surface Reduction 


- High Power weapons should deal 90% damage through surfaces (from 50%). 


Limb damage 
- Limb shots should not deal more damage than half of the base HP of the Operator. 


- Limb shots should not reduce HP below 20. 


You want your frag? Find a real angle, not a drone hole. (It also means that limb shots deal no damage to DBNO 
operators.) 


Weapon changes 


I'm going with the "coherent" approach. | know you are currently using the "I'm scared" approach. And mechanically, it 
functions. But you know very well that you can never reach a good gunfeel when you pretend that your battle rifles are 
shooting 5.56. So l'm telling you, embrace the power. Those guys saying "the game will break if you can two-hit people 
with an AR." maybe they are wrong. Capitao and Tachanka aren't breaking the game right now. And they don't have 
recoil. You know for a fact that you can give 90 damage to the Spear .308, and balance it with the recoil. On top of that, 
shot placement matters now. Since limb damage is no longer fatal, and armor is segmented. 


1911 TACOPS 


- Reduce damage to 40 (from 55). 


416-C 


- Reduce angular recoil to match the Y9S1 G36C. 


417 


- Reduce damage to 66 (from 69). 


5.7 USG 


- Reduce damage to 26 (from 42). 


552 Commando 
- Reduce damage to 38 (from 43). 


- Reduce ammo capacity to 20+1 (from 30+1). 


556xi 


- Increase damage to 48 (from 47). 


- Increase angular recoil to match the Y9S1 AR33. 


6P41 


- Increase damage to 64 (from 46). 


9 mm C1 


- Reduce damage to 32 (from 36) if it uses SMG ammo. 


- Reduce damage to 35 (from 36) if it uses pistol ammo. 


9x19VSN 


- Reduce damage to 33 (from 34). 


ALDA 5.56 


- Increase damage to 46 (from 35). 


AR33 


- Increase damage to 46 (from 41). 


ARX200 


- Increase damage to 59 (from 47). 


- Increase angular recoil to match the Y9S1 F2. 


AUG A2 


- Increase damage to 49 (from 42). 


- Reduce angular recoil to match the Y9S1 AR33. (Then add Vertical Grip Bonus.) 


AUG A3 


- Reduce damage to 35 (from 36). 


AK-12 
- Increase damage to 47 (from 40). 


- Increase angular recoil to match the Y9S1 G36C. 


AK-74M 


- Increase damage to 47 (from 44). 


BOSG.12 


There's no reason for the BOSG.12 to deal more damage than another Slug Shotgun. Unless it fires its two barrels at the 
same time. (The player could switch fire mode.) | think pushing further the high risk/high reward aspect is fun. Then, it's 


a question of tuning the range of the instant kill. (It's okay if it's not a competitive weapon.) The BOSG.12 should have 
the choice between Slug and Buckshot. (See Shotguns.) 


C75 Auto 


- Reduce damage to 30 (from 35) if it uses SMG ammo. 


- Reduce damage to 34 (from 35) if it uses pistol ammo. 


C/E 


- Increase damage to 49 (from 42). 


- Reduce angular recoil to match the Y9S1 F90. 


C8-SFW 


- Increase damage to 45 (from 40). 


CAMRS 


- Increase damage to 70 (from 69). 


Commando 9 
- Reduce damage to 34 (from 36). 


- Increase angular recoil to match the Y9S1 9x19VSN. 


CSRX 300 


.300 Winchester Magnum is a 7.62 nato with more range. The max range on a map is around 75 meters... What was the 
idea ? Having an armor piercing round ? It's not enough for the trouble of bringing a sniper rifle. So it should be an Anti- 
Materiel Rifle in .338 Lapua Magnum. 


- Rename it CSRX 338. 
- It treats Plate Armor as a soft surface, and destroy it. 
- It should punch through Bulletproof surfaces. 


- It should not leave a hole in bulletproof surfaces. (Just a visual impact mark.) 


Gadgets pierced by the CSRX 300: Armor Panels, Black Mirrors, CCE Shield, Kiba Barriers, Ballistic Shields, Deployable 
Shields, Reinforcements. 


Gadgets destroyed by the CSRX 300: Thermal Cameras, Evil Eyes, Banshees. 


DP-27 
- Increase damage to 64 (from 60) if it uses ball ammo. 


- Increase damage to 71 (from 60) if Tachanka picked his ammo in Glaz's locker. 


F2 


- Increase damage to 48 (from 37). 


F90 


- Increase damage to 44 (from 38). 


- Reduce angular recoil to match the Y9S1 AR33. 


FMG-9 


- Reduce damage to 31 (from 34). 


G8A1 


- Increase damage to 48 (from 37). 


- Increase angular recoil to match the Y9S1 M4. 


K1A 


- Increase damage to 40 (from 36). 


- Reduce angular recoil to match the Y9S1 G36C. 


L85A2 


- Increase damage to 48 (from 47). 


LMG-E 


- Increase damage to 43 (from 41). 


M12 


- Reduce damage to 32 (from 40) if it uses SMG ammo. 


- Reduce damage to 36 (from 40) if it uses pistol ammo. 


M4 
- Increase damage to 45 (from 44). 


- Reduce screen shake. 


M45 MEUSOC 


- Reduce damage to 40 (from 58). 


M762 


- Increase damage to 49 (from 45). 


M870 


- Reduce capacity to 4 (from 7). 


Mk14 EBR 


- Increase damage to 65 (from 60). 


Mk17 CQB 


- Increase damage to 56 (from 40). 


- Increase angular recoil above the Y9S1 F2. 


MP5 


- Increase damage to 33 (from 27). 


MP5K 


- Reduce angular recoil to match the Y9S1 MPX with Vertical Grip. 


MP5SD 


- Increase damage to 31 (from 30). 


- Reduce first bullet jump. (Same reduction as Muzzle Break.) 


We'll pretend the barrel is not ported. 


MP7 


- Reduce damage to 23 (from 32). 


- Increase ammo capacity to 40+1 (from 30+1). 


The MP7 was always above the curve. Too much damage for its firerate. It's also true for the T-5. They're now Armor 
Piercing PDW. 


MPX 


- Increase damage to 32 (from 26). 


- Increase angular recoil to match the Y9S1 FMG-9. 


Mx4 Storm 


- Increase damage to 35 (from 26). 


- Increase angular recoil to match the Y9S1 AUG A2. 


OTs-03 


- Reduce damage to 69 (from 71). 


P12 


- Reduce damage to 40 (from 44). 
- Increase angular recoil to match the .45 MEUSOC. 


- Reduce capacity to 12+1 (from 15+1). 


The P12 is supposed to be a 45, and IQ needs the firepower. You can replace the P12 with the P9 for operators like Blitz. 


PARA-308 


- Increase damage to 53 (from 48). 
- Increase angular recoil above the Y9S1 F2. 


- Reduce ammo capacity to 25+1 (from 30+1). 


PDW9 


- Reduce damage to 32 (from 34). 
- Increase angular recoil to match the Y9S1 FMG-9. 


- Add a standard magazine (20 or 30 capacity). [Low priority.] 


P226 


- Reduce damage to 34 (from 50). 


All other 9 mm pistols have 34 damage. (GSh-18, Mk1 9mm, P-10C, P9, PRB92, SDP 9mm.) 


P229 


- Reduce damage to 37 (from 48). 


P90 


- Increase damage to 26 (from 22). 


PMM 


- Reduce damage to 30 (from 61). 


Uses SMG ammo. Meme weapon. 


POF-9 
- Increase damage to 36 (from 35). 
- Increase angular recoil to match the Y9S1 9x19VSN. 


- Reduce screen shake. 


Q-929 
- Replace the 9 mm with 5,8x21 mm. 


- Reduce damage to 26 (from 60). 


R4-C 


- Increase damage to 40 (from 39). 


SC3000K 


- Increase damage to 48 (from 45). 


- Something sketchy is going on here. If it's a 25 rounds mag, it's halfway into the well. [Low priority.] 


Scorpion EVO 3 A1 


- Increase damage to 36 (from 23). 


- Increase angular recoil to match the Y9S1 F2. 


SMG-11 


- Increase damage to 37 (from 32). 


SMG-12 


- Increase damage to 32 (from 28). 


Spear .308 


- Increase damage to 65 (from 42). 


SR-25 


- Increase damage to 65 (from 61). 


T-5 SMG 


- Replace the 9 mm with 5,8x21 mm. 


- Increase damage to 29 (from 28). 


T-95 LSW 


- Increase damage to 50 (from 46). 


- Reduce angular recoil to match the Y9S1 556xi. 


Type-89 
- Increase damage to 47 (from 40). 


- Increase angular recoil to match the Y9S1 G36C. 


USP40 


- Reduce damage to 37 (from 48). 


V308 


This weapon makes no sense. It would be more credible in 7.62x39, but your 3D modeling artists have written "7.62 
NATO" in big letters... Is this why you're mad at them ? Well, everyone hold on to your beard \o/ 


- Increase damage to 53 (from 44). 


- Increase angular recoil to match the Y9S1 F2. 


Vector .45 ACP 
- Increase damage to 37 (from 23). 


- You have the model of an barrel shroud instead of an extended barrel. [Low Priority.] 


Weapon handling 


Stances 


Aiming Down Sights/ADS. (Weapon shouldered and aligned, looking through the sights.) Full accuracy. 


Over The Sights/OTS. (Weapon shouldered and aligned, looking over the sights.) Medium accuracy. It's what you are 
currently and erroneously calling "Hipfire". 


Low Ready/LR. (Weapon shouldered, not aligned, muzzle down.) We don't shoot in Low Ready, we go to OTS 
automatically. 


Compressed Under The Arm/CUTA. (Weapon not shouldered, but aligned.) Low accuracy. "True Hipfire". (I'm not 
suggesting we use this stance, it's here as a reference.) 


Low Port/LP. (Weapon not shouldered, not aligned, muzzle down*.) 
*| know, Warden is fancy. 


Readiness 
4. Aiming Down Sights. 


3. Over The Sights. 
2. Low Ready. 


1. Low Port. 


Movement and Stances 
Max readiness during Sprint: Low Port. 


Max readiness during Walk: Low Ready. 
Max readiness during OTS Walk: OTS. 
Max readiness during ADS Walk: ADS. 
Max readiness during Creep: ADS. 

Max readiness during Idle: ADS. 


So, what did | do? I've increased the gap between full speed and full accuracy. (See Movement Speed.) #1 By decreasing 
the default readiness to Low Ready (from OTS). So the ADS time is the longest, without ruining the gamefeel. #2 By 
reducing the speed of the Walk (from 3.3 to 3 m/s). #3 By reducing the speed of the OTS Walk (from 3.3 to 2.7 m/s). #4 
By reducing the default speed of the ADS Walk (from 2.4 to 2 m/s). #5 By increasing the Sprint Speed of the slowest 
operators. 


What are the effects? It will not slow down the game. It will reward using the right speed at the right time. #1 Because a 
player who is moving more slowly will have an ADS speed advantage. #2 Because staying in ADS all the time will be 
more costly if you are under time pressure. It changes your options for approaching a fight when time is on your side, or 
against you. #3 Because players will need to sprint to move fast, and they will be vulnerable when doing so. (Because of 
the noise, and the ADS time.) It acheives your intention of balancing the game away from run&gun, without damaging 
the dexterity. 


To be clear, | only added the Low Ready stance. Everything else looks and works the same as before. 


Readiness control 
The player can choose in his settings which level of readiness he wants during each speed, and after each speed. For 
example, a player could prefer to stay in Low Ready after a Walk. Or he could want to automatically pass in OTS. 


A player should also be able to choose his level of readiness after ADS. OTS is a logical option, but Low Ready is valid 
too. And there is no reason not to let the player choose. 


Players who want to to keep the same movement scheme as before could set OTS Walk as their default Walk. They can 
never use Low Ready Walk, or they can map it on a key/combination. For controllers, adding speeds wouldn't be a 
problem either. Between stick click and progressive triggers, they have a lot of possible layouts. 


ADS curves 
From OTS: 
- Weapon without a stock: early curve. 


- Weapon with a stock: linear curve. 


From Low Port: 


- Weapon without a stock: late curve. 


- Weapon with a stock: very late curve. 


It shouldn't be possible to fire until the weapon is somewhat pointed forward. 


ADS speed 


Before the Horizontal Grip is taken into account: 
12. Light Handguns. 

11. Medium Handguns. 

10. Heavy Handguns, Ultra Short Shotguns. 


9. MP. 

8. - 

7. SMG. 

6. Shotguns. 

5. Rifles. 

4. Heavy Rifles, Intermediary LMG (mag). 

3. Full LMG (mag). 

2. - 

1. AMR. 

ADS chart 

Example ADS speed From OTS From LR From LP 

(scale) (ms*) (ms*) (ms*) 

P9 12 100 125 200 
.45 MEUSOC aal IDS 150 225 
P90, SMG-11+Vertical Grip 10 175 200 275 
MP5K, MP5+Angled Grip 9 200 225 300 
MP5+Horizontal Grip 8 250 275 350 
R4-C+Vertical Grip Z 300 325 400 
M4+Horizontal Grip 6 333 358 433 
C7E+Horizontal Grip 5 367 392 467 
ARX200+Vertical Grip 4 400 425 500 
417+ACOG+Horizontal Grip 3} 433 458 533 
M249+Belt+ACOG 2 467 492 567 
CSRX300+GL+Mag Optic al 500 525 600 


* Siege ms. They are slower than real ms. Maybe a delay from the animation. 


For everything that interfaces with mechanical skills, it's important to use a fix scale and not floating bonuses (like +15% 
speed). Because players need the consistency. Recoil is an exception, since it's unique to each weapon. 


Recovery speed 


(Or elastic time.) Represents the angular speed of the crosshair when returning to its starting point after firing. (Or the 
reduction speed of the dispersion cone in hipfire/OTS). 


Before the Horizontal Grip is taken into account: 


6. Light Handguns. 


5. Medium Handguns, MP. 

4. Heavy Handguns, Ultra Short Shotguns, SMG. 
3. Shotguns, Rifles. 

2. Heavy Rifles, Intermediary LMG (mag). 

1. Full LMG (mag), AMR. 


Don't use a set time. Use a set speed. It will give a more clear impression of the weight. The values for 
acceleration/deceleration are the most important. 


Health 
Operator Health 


You need to convert weight to HP. It's more simple for the players. They can look at Azami and guess "Feather weight, 
no armor, easy day." No wiki needed. But when Melusi can tank as many bullets as Montagne, that's called trolling. You 
say you want to make the game clearer. So stop screwing around. 


Tie the armor rating to the skin. You want to change the armor of an operator? Change the skin. You want to give 
cuztomisation options? Make different skins with different armor rating. Elite or not, | don't care. | don't care if Aruni 
has 1 speed or 3. | want to be able to tell at a glance. 


Ying? 86 HP. Azami? 90 HP. Mozzie? 90 HP. Ash? 95 HP. Echo? 102 HP. Flores? 102 HP. Montagne? 117 HP. Deimos? 120 
HP. Gridlock? 137 HP. Oryx? 150 HP. (Yes, he is a monster.) 


Formula 

Health = 90 + (Weight - 57) * Multiplier 
Health (HP). 

Weight (kg). 

Multiplier = 60/73 = 0.82 


HP Malus 


- If an Operator weight 86 kg or more, he has -1 Discretion. 


Armor 


From the Dummy in the shooting range, | assume that all the hitboxes of operators are segmented. (Hand, Forearm, 
Arm, Head, Thorax, Abdomen, Pelvis, Thigh, Leg, Foot.) This means that you can look at an operator, and tell what 
hitbox is protected by an armor. 


Operator Armor 


Some examples: 


Ash 
Soft Armor. Thorax, Abdomen. 


Castle 
Soft Armor. Thorax, Abdomen. 


Plate. Arms. 


Blitz 
Soft Armor. Arms, Thorax, Abdomen, Pelvis. 


Montagne 
Soft Armor. Forearms, Arms, Thorax, Abdomen, Pelvis, Thighs, Legs. 


Plate. Thorax, Abdomen. 


Rook 
Soft Armor. Hands, Forearms, Arms, Thorax, Abdomen, Pelvis. 


Plate. Thorax, Abdomen. 


Jackal 


Soft Armor. Thorax, Abdomen. 


Plate. Thorax, Abdomen. 


Mira 
Soft Armor. Pelvis. 


Plate. Arms, Thorax, Abdomen, Thighs, Legs. 


Lesion 
Soft Armor. Thorax, Abdomen. 


Plate. Thorax, Abdomen. 


Ying 
Soft Armor. Abdomen, Pelvis. 


Plate. Hands, Forearms, Arms, Thorax. Thighs. Legs. 


Sens 
Soft Armor. Thorax, Abdomen. 


Plate. Arms, Thorax, Abdomen, Thighs. 


Segmented Armor 

You get the logic. But maybe you're not on board with the concept of WYSIWYG. Maybe you think "This is way too 
confusing." "How a player can tell how many hits it will take to eliminate a target?" | would answer #1 it's not confusing, 
it's face value. Some targets will be tougher than others. (The ones that looks tougher than the others.) #2 What will 
confuse a new player is the footsteps of Osa VS Sens. #3 Uncertainty has its place in a gunfight. A player can deal with it. 
If | soray&pray | won't be answered all the time. #4 Uncertainty already exists now. We've all stopped firing, thinking 
that was enough bullets. No big deal. #5 If a player is doing the maths during the fight, if he's using his Data On Previous 
Engagements, he can handle the fact that Armor is different for each operator. #7 You are changing all the time the 
damage of weapons, and armor level of operators. It's not like the TTKs are sacred. #6 New players, they are already 
pressing Mouse 1 until the killfeed updates. We're not making their life more difficult. 


Why I'm suggesting to buff Armor is a legitimate question. Seeing that the game works when Armor doesn't matter. My 
guess is the game would be better if armor mattered. Because it would reinforce other aspects important to the 
gameplay. (Recoil, magnification, capacity, damage, caliber, ADS time, speed movement, sound, etc.) If we buff Armor, 
shot placement is now a thing. | can't throw lead without any care and be sure to get a frag. Segmented Armor 
emphasizes precision and control in the gunplay. (In the current distribution, it will reinforce the Caliber advantage and 
Armor advantage of the Attack.) 


Ambiguities 
In some case, its not clear if an operator has a chest plate or not. (Fuze, Kapkan, Tachanka, Doc, Twitch, Montagne, 
Jackal, Lion, Maestro, Goyo.) So you have some leeway. 


Operators with chest plate (no ambiguity): Rook, Frost Buck, Valkyrie, Blackbeard, Lesion, Zofia, Gridlock, Mozzie, 
Warden, Nokk, Ace, Brava, Fenrir, Ram, Deimos. 


From what | can tell, Echo and Hibana have a kevlar chest protection (Soft Armor), but | could be wrong. 


Bump Gear 


Knee pads and Elbow pads offer no ballistic protection. 


Soft Armor 


- 25% Damage reduction on Torso. 
- 33,33% Damage reduction on Limbs. 
- The Armor is destroyed after one hit. (Only on the hitbox that was hit.) 


- When a single shot/event produces multiple hits (Buckshot, Shrapnel, etc.) the Damage reduction applies to all hits. 


- In the case of Limb Penetration, the bullet deals half of its damage to the Limb protected by Soft Armor, and half of its 
damage to the Torso. (Stacking the damage reduction, but also the armor destruction.) 


Plate Armor 
- 100% Damage reduction on Torso. 
- 100% Damage reduction on Limbs. 
- The Armor is destroyed after one hit. (Only on the hitbox that was hit.) 
- When a single shot/event produces multiple hits (Buckshot, Shrapnel, etc.) the Damage reduction applies to all hits. 


- When a hitbox is protected by a Plate and by Soft Armor, the Plate always takes the first hit. (Even if the Plate is on the 
inside.) 


- A hit stopped by a Plate don't generate Stagger. (See Stagger.) 


Rhino Armor 


- If an operator already has a Plate, he equips a kevlar insert (Soft Armor). 


- If an operator already has a Plate and Soft Armor, he equips only the tauma pad. 


Armor Piercing 


- Ignores Soft Armor. (Doesn't destroy it.) 


Armor Piercing Calibers: 4.6x30 mm, 5.7x28 mm, 5.8x21 mm, 5.56x45 mm, 5.45x39 mm, .300 Win Mag, .338 LM. 


Ballistic Helmets 


Let's address the elephant in the room. For now there shouldn't be any protection against headshots. Simply because 
we need the dust to settle. See what the meta looks like. 


In the future, it's another question. A part of me thinks that a headshot should always be a one shot for several reasons. 
#1 Because of pixel angles. #2 To punish complacency in tactics. An opponent is always a threat, even at 1 HP. Another 
part of me thinks that we should test it anyway. That maybe I'm wrong. That maybe the game is better if heavily 
armored operators can tank one headshot. Maybe with better utility, pixel angles are less of an issue. (Ballistic shields, 
map awareness, etc.) What Blackbeard tells us is that some players will be against it, and will be vocal. That it will boost 
significantly the gunfighting abilities of these operators. 


My mind is made about one point. Skins should reflect the amor level :p 


Movement 
Operator Speed 


- All Operators move at the same speed, except when sprinting. 


If you want to contast your heroes, move the camera of 4 Speed operators down during the sprint to increase the 
feeling of speed. Move the camera of 1 Speed operators up. (See Movement noise.) 


Operator list 
1 Speed Operators: Doc, Gridlock, Mira, Montagne, Ram, Rook, Sens, Twitch, Ying. 


2 Speed Operators: Ace, Aruni, Blackbeard, Blitz, Buck, Deimos, Fenrir, Fuze, Goyo, Jackal, Kaid, Lesion, Lion, Maestro, 
Sledge, Tachanka, Thatcher, Valkyrie, Warden, Zero, Zofia. 


3 Speed Operators: Alibi, Amaru, Ash, Bandit, Brava, Capitao, Castle, Clash, Dokkaebi, Echo, Finka, Flores, Frost, Glaz, 
Grim, Hibana, lana, IQ, Jaeger, Kali, Kapkan, Mozzie, Mute, Nokk, Nomad, Oryx, Osa, Pulse, Smoke, Thermite, Thorn, 
Thunderbird, Vigil. 


4 Speed Operators: Azami, Caveira, Ela, Maverick, Melusi, Solis, Tubarao, Wamai. 


This classification applies to the default skin. 


Movement malus 
AMR, LMG, Ballistic Shields, and Extended Shields give a movement malus. (See Weapon Encumbrance.) 


Movement Speed 
Movement Speed chart 


Stance Speed Speed Y9S1 Reference point 

(scale) (m/s) 
4 Speed Sprint (LP) 11 5 Ash R4-C+Horizontal grip Sprint (5), Ash .45 MEUSOC Sprint (5) 
3 Speed Sprint (LP) 10 4.75 Ash R4-C+Vertical grip Sprint (4.72) 


2 Speed Sprint (LP) 
1 Speed Sprint (LP) 


9 4.5 Jackal C7E+Vertical grip Sprint (4.5) 
8 4.25 Fuze AK-12+Horizontal grip Sprint (4.3) 
7 4 Fuze AK-12+Vertical grip Sprint (4.1), Finka 6P41+Vertical grip Sprint (4.1) 
6 3.5 Ash R4-C+Horizontal grip "False Hipfire" walk (3.3) 
Walk (LR) 5 3 Jackal C7E+Vertical grip "False Hipfire" walk (3) 
4 
3 
2 
1 


OTS Walk 27 Fuze AK-12+Vertical grip "False Hipfire" walk (2.72) 
Bonus ADS Walk 2.4 Ash R4-C+Horizontal grip ADS walk (2.5) 

ADS Walk 2 Capitao M249+Vertical grip ADS walk (2.1) 

Creep, Malus ADS Walk 1.6 Ash R4-C+Horizontal grip Creep (1.6) 


There you go. Less speed discrepancy between operators. Full Accuracy is slower than before. Unless you trade 
something for it. 


Discretion 


Those are the best buttons to punish run&gun without affecting the gamefeel. Right now, the max walking speed ("false 
hipfire") is too fast for its noise output. 


- Slow down the walking speed while ADS. 


- Slow down the OTS walking speed. 
- Add a Low Ready walking speed at the current "false hipfire" speed. Give it an sound volume and range above OTS. 
- Increase the sound volume and range for the sprint. 


- Increase the sound volume and range of footsteps when an operator reverses direction or stops. 
Use sound design to sell the impression that O Armor move effortlessely, and 3 Armor are heavy and powerful. 


Discretion chart 


Discretion DDO Range (m) Y9S1 Reference point 
(scale) 

6 No movement sound. - 
5 Faint movement noise. Caveira's Silent Step 
4 Light movement noise. 1 Health operator 
3 Moderate movement noise. 2 Health operator 
2 Heavy movement noise. 3 Health operator 
1 Loud movement noise. Montagne+Roc, Remna Dash, 


Discretion 5 

With 5 Discretion, an Operator has the same movement noise as Caveira's Silent Step. It's a passive. No activation, no 
cool-down. It's not about creating a meta. It's about allowing a fun playstyle. They may be sneaky bastards, but | won't 
deny them their fantasy. 


Operator list 
1 Discretion Operators: Montagne. 


2 Discretion Operators: Blackbeard, Clash, Deimos, Doc, Gridlock, Lion, Mira, Oryx, Ram, Rook, Sens, Sledge, Tachanka, 
Twitch. 


3 Discretion Operators: Ace, Aruni, Blitz, Buck, Castle, Fenrir, Fuze, Grim, Kali, Kaid, Maestro (ACS12), Thatcher, 
Thermite, Warden, Ying, Zofia. 


4 Discretion Operators: Alibi, Amaru, Ash, Azami, Bandit, Brava, Capitao, Caveira, Dokkaebi, Echo, Ela, Finka, Flores, 
Frost, Glaz, Goyo, Hibana, lana, IQ, Jackal, Jaeger, Kapkan, Lesion, Maverick, Melusi, Mozzie, Mute, Nokk, Nomad, Osa, 
Pulse, Smoke, Solis, Thorn, Thunderbird, Tubarao, Valkyrie, Vigil, Wamai, Zero. 


This classification applies to the default skin, with a Primary Weapon. 


Discretion modificator 
Recapitulation of Discretion modificator. 


-1. The Operator has an Intermediary LMG, or Ballistic Shield. 
-2. The Operator has a Full LMG, or Extended Shield. 


+1. The Operator doesn't have a Primary, or an Automatic Secondary. 


Crouch Walking 
- Reduce Crouch walking speed. 
- Increase Crouch walking sound volume and range. (It should be as loud as crawling.) 


- Remove Creeping while Crouching. (Way too tiring.) 


When a player is crouched, his first step should be quite fast and discreet. Allowing him to peek from cover. But if he 
decides to keep moving, it should be slow, unsteady, and very noisy. It's not Assassin's Creed. We're not playing at the 
Third Person. There is no point to use the "Crouch = Stealth" trope. Besides, we already have Creeping. 


Momentum to Inertia 


Second wave option to discuss: Adding inertia to a re-peek. 


If you want to reduce the players ability to exploit movements, this is one way to do it in a targeted manner. By making 
the momentum of an Operator affect his speed changes and his direction changes. 


- When an Operator has a momentum and make a sudden direction change, slightly reduce his speed for an instant. 


The speed reduction should be proportional to the direction change. (Null for 90°, noticeable for 180°.) This would apply 
to leaning, and side-stepping. The first speed reduction is null. (To not affect the muscle memory of players.) But the 
second and subsequent reductions should be heavy. (In the case of spamming.) The goal is not to prevent an opponent 
to face-check/jiggle-peek. The goal is to give you the time to react before they peek again while pre-aiming and pre- 
firing. Now, you will have the chance to either pre-fire them, or hide behind your cover. So when the opponent peeks, it 
should take him 275 ms to reacquire a line on you. (Reaction time + decision + input.) 


It will not affect the movement speed/dynamism of the game outside of yoyoing. If you were standing still, you will start 
your movement as fast as before. If you want to face-check/shoulder-check or launch a C4, it's the same speed as 
before. But it will discourage jiggle-peeking in loop. It will make movement more deliberate, more steady. Operators will 
have one free "direction reversal". But the next ones will be much slower. We justify it by saying that an Operator can 
use the explosivity of his muscles to change direction once, but not twice. 


Stagger 


- Add Bullet/Hit Stagger. 


- Armor Piercing calibers don't generate Stagger. 


The objective is two-fold. #1 Reducing the efficacy gap between high firerate and low firerate weapons. (Since low 
firerate usually correlates with high caliber.) #2 Reducing the efficacy of shoulder-peeks, jiggle-peeks, and peek- 
spamming. 


The stagger would only affect moving/straffing, vaulting, rappeling, and stance changes. It would not affect rotation, 
sensitivity, ADS, shooting, etc. The goal is not to lock a target in place if you land one hit. The goal is to slow the target 
enough for a second bullet to hit before she is back into cover. 


Stagger effect 

- Movement speed is reduced for 1 second. 

-50% Stance Change speed for 1 second. 

- Immunity to the same level of stagger or lower for 1 second. 


Speed reduction. The reduction is proportional to the damage (See Stagger chart). If the target was already at that 
speed or below, she has -1 Movement speed instead. Stagger can't reduce Movement speed below 1. 


Stance change speed. The malus does not apply to downward stance changes. (Crouching down, lying down, rappeling 
down, last half of a vault, etc.) Only applies to leaning, switching stance, standing up, crouching up, rappeling up, first 
half of a vault, etc. 


To the players. | can understand someone who doesn't want to lose his ability to jiggle-peek. It's now a part of his move 
set to play the game. But | don't care if some people don't like bullet stagger. | view the two situations very differently. 
And | can't think of a good reason to not implement a stagger like described above. Maybe you have a good reason; 
please explain it. 


Stagger chart 


Damage Stagger Speed reduction 
(scale) 
67 < Damage < °° 6 - Movement speed become 2 for 1 second. 
57 < Damage < 67 5 - Movement speed become 3 for 1 second. 
47 < Damage < 57 4 - Movement speed become 4 for 1 second. 
37 < Damage < 47 3 - Movement speed become 5 for 1 second. 
33 < Damage < 37 2 - Movement speed become 6 for 1 second. 
27 < Damage < 33 il - Movement speed become 7 for 1 second. 
0 < Damage < 27 0 No stagger. 


Topic 7 
The TDM meta 


Boldbeard. "We are dedicated to some serious meta shift." "The TDM meta is not here to stay. This is not how we 
intend for Siege to be played. We want the run&gun out of the game. We want te-get tactical, strategic, focus, 
methodical play to be the center stage of everyone's ranked match, just like we are seeing up here on the stage." 


Side note. I'm going to assume that everyone understand that "meta" is used in the sense "most prevalent playstyle, 
currently". Like Bikini Bodhi said, TDM was/is not the Most Efficient Tactic Available. Proof on the stage. 


So, if | understand correctly, the problem with the TDM meta, is not (only) that it's boring/repetitive. You are not 
operating a meta shift just for the sake of variety. You want a specific meta. That would be all about step-by-step tactics, 
and teamplay. Let's call it the Chess meta. 


(No Steve, I'm not calling it the SWAT meta. Stacking up is not the way to go in Siege. It will always be about setting up, 
about information, about space control, about angles, about chain reactions. So Chess meta.) 


Well, | see several problems with that. Starting with these three. #1 Tactics are not the focus of the playerbase. #2 
Teamplay is difficult in Siege. #3 Run&gun is fun. 


Tactics are secondary 


Side note. Tactics and strategy are the same thing. Putting chances on your side. Strategy is just the big scale, tactics the 
scale below, and techniques the last scale. 


Tacticians VS Sharpshooters 
Tactician. Wants to use his wits/tactical skills. He is fine with having only the minimum of mechanical skills (He still has a 
opposable thumbs.) 


Sharpshooter. Wants to use his dexterity/mechanical skills. He is fine with having only the minimum of tactical skills. 
(He still has a brain.) 


Side note. It's a spectrum. 


The imbalance 

In the gaming sphere, "Pure Tacticians" play RTS or MOBA. They never needed a Shoot. So when they try Siege, and find 
out there's guns in the game, they go back to their MOBAs. Only a fraction of them will stick to Siege, and they will have 
to develop their shoot from scratch. 


Sharpshooters, though, they always had some tactical skills. Because in any style of Shooter, tactics have some impact. 
And a lot of games have some level of utility. When they start playing Siege, they keep their base in tactics. 


So inherently, the player base is turned towards Shooting. You can try to make the game as tactical as you want. As long 
as there is some Shoot, you won't attract all MOBA players. You won't have "Tactics purists" in your player base. And 
you will have "Shoot purists" in it. In theory, you could try to attract MOBA players, and push away Sharphooters to 
raise the proportion of tactics in matches. But that seems uncertain. 


You see, Sharpshooters are very dangerous. They don't need their full dexterity to slam naive players. As long as you 
have one gun in the game, you will have a small population of Sharpshooters dedicated to the challenge of humbling 
Tacticians. That's my guess. 


Instead of acheiving your balance by removing things in one plate, you could add things in the other plate. Instead of 
removing Sharpshooters from the player base, or removing dexterity from the game, you could make utility more 
useful, and easier to use. It would compensate for the focus imbalance. 


Have you lost the key? 

At the launch of the game, some people were complaining that run&gun was too strong. Ironically, some people were 
also complaining that utility was too oppressive. (I guess every side wants to have the game all for himself, it's natural.) 
But in eight years, you didn't add any over-powered guns. You didn't buff Sharpshooters. You didn't give them better 
tools. If Sharpshooters are only using their shoot, they're exactly the same as they were at launch. (With some 
fluctuation from the recoil). You've only reduced their movement speed with time. 


So why are you acting like you buffed them too much by accident, and now need to nerf them? Why are you acting like 
they are the ones who need to be brought down to the level of Tacticians for the balance of the game? You've been 
adding utility, and maps, and systems for eight years. Why are you acting like it's not an option to add more? Or to make 
it stronger? Why are you acting like buffing Tacticians is not on the table? (Again, removing moves that are outside the 
gold standard is good. Quick-lean, drop-shot, etc. But it's not what you are doing here.) You need that key if you want to 
go toward the Chess meta. 


Shooting is hard 

Tactics are easy. Opponents teach you tactics, wether you like it or not. But getting domed doesn't improve your aim. 
Developping your shoot is hard. Like | said, it's a motor skill. It requires training. So when players are focusing on their 
shoot, when they are seeking engagements above all, when they are playing like it's a TDM, they are doing the smart 
thing. 


No doubts, some TDM players are G-fueled monkeys chasing the instant gratification of a frag. But if you're a Tactician 
playing the long game, if you want to be a better Siege player, you should have a TDM playstyle. You should train your 
shoot first, because it's the most difficult skill to sharpen. 


In a perfect world, all players have the same goal in a match. In ranked, | should put the round victory first, and my 
training second. (Unless I'm in a five-stack.) But it's only possible if we have places to train effectively. We need to talk 
about Unranked, Quick Match, Deathmatch, and T-hunt. 


Teamplay is hard 


| think many people want more teamplay, more strategy but it's impossible without a team. You play Thatcher to 
improve your chances of winning the round? Too bad, Ace rushed, got one kill, now he's dead and your life sucks. 
Obviously next round you are playing Ash. That's the only fun that won't be denied to you. 


Run&gun is the only worthile path that feels reachable. You can control your operator. You can't control your 
teammates. If you expect something from them, they will let you down. It's a big contributing factor to the TDM meta. 
You often say that Siege is a team-based game. And its true. But do you really measure the implication? Because, yeah 
teamplay is fun, no doubt. But it means it is a condition to access the fun of the game. 


- If you play Siege in a team, you only have to do a small effort to get 100% of the fun. 


- If you play Siege without a team, you have to do a heroic effort to get 10% of the fun. And you can't get more, no 
matter how much efforts you put in. You are garantee to get a lot of frustration, though. 


You spent a lot of ressources to help new players get into the game. It's now easier for them to learn the game. What's 
the point if the game is not fun? If they can only access 10% of the fun, is it worth learning it? Will they stay? Even if 
they stay, we have more players but we don't have more teamplay. 


Where are the tools? 
Siege has three cores: 


#1 Dexterity. It's supported by the guns. 
#2 Tactics. It's supported by the rules (objectives, time limit, etc.), the maps, the gadgets, the drones, the match replay. 


#3 Teamplay. It's supported by the outlines, the compass, the pings, and the chat. 


That's a start. They are nice tools. But they are not enough. If you want to raise the teamplay, you'll have to do more. | 
know you've done things towards that objective in the past. But teamplay happens in the game. Teamfinding needs to 
start in the game. Of course, you can't be in charge of 100% of the teamplay. A big part falls on the players. But there's 
simple stuff that will do a lot. 


Prep phase 

We all know that if you give attackers a free brush in the prep phase, they will draw dicks on the map. (So would I.) But 
you can allow players to display on the map their projected path from room to room. (Straight lines between pre-set 
waypoints.) You can give us a plant token to say "Let's try to plant here." You can give us an arrow to say "The main 
effort of the Attack follows this direction." (If a player +1 a suggestion, it would highlight it.) Just having that is game 
changer. It's the possibility to communicate team-based strategies. 


The Kill feed 
- Throw that shit away. You lifted it from CoD, and you complain about the TDM meta? 


- Show only the operator killed under the operator bar. 


The Scoreboard 
- Wipe it clean. 


- Rank the players by their yellow ping number. 
- Use it to display players' Goal. 

- Use it to display players’ Playstyle. 

- Use it to display players’ Spirit. 

- Don't you dare display kills, ratio, or dick size. 


- Use it to display players' Balance (in a educative capacity). 

Goal. Objective / Gunfight / Testing. 

Playstyle. Anchor / Roamer / Center / Controler / Lurker / Entry / Duelist / etc. 

Spirit. "Don't talk to me." / "I can give a hand." / "Who wants to teamplay?" / *undisclosed*. 


Balance. Kills that are not re-fragged, minus Deaths that are not re-fragged. (10 s for the re-frag delay.) Kills are left out 
if the round was lost. Deaths are left out if the round was won. 


With the Balance, the goal is not to measure the value of the players. The goal is to # make clear that the contribution to 
the numerical advantage is more complex than the number of kills. # Remove the illusionary validity of the TDM 
playstyle. 


Player recap 
- You can put the kills here if you want. 


- Ratio should be a phantom stat, accessible only to you. Not to players, not to trackers. 


- Make Deaths a phantom stat as well. 


"How do | spot cheaters?" Not by their ratio. 


Callouts 

- Change the callouts that stink. On Nighthaven Labs, there is Cargo, and Cargo Room below. Genius, that will be easy to 
remember. Especially when every corner of the map is filled with barrels and crates, and could be called cargo. What 
feature make those two rooms different from any other room ? Nothing. No matter the screenshot, you could confuse 
them with any other room in the map. Put a piano in one room, and call it Piano. Put a space shuttle in the other room, 
and call it Shuttle. 


- Don't put your lore on our compass. We are not trying to buy the building. We are trying to attack it. We don't care if 
it's a storage room. Or an office. There is five other storage room or office in the map. Paint it pink and call it Pink. Or 
put a bird cage in it call it Bird. It's not Command and Control stairs, it's Aqua. 


Cliques 

- Allow players to display the Creators they like in the scoreboard and in the player cards. (When they buy a charm, they 
get a badge to show.) If two players like the same Creator, they will probably have things in common. Playstyle, 
knowledge, vibes, goal, etc. It increases the likelyhood of teamplay. Do the same thing with Pro League Skins. 


Run&gun is fun 


It is. 


Run&gun is bad? 


Boldbeard. "We want the run&gun out of the game." 


!? Gunners are not cheaters. What's next? "You have no place in Siege if you make the rotation on the left side of 
Elbow."? 


Run&gun. That's playing aggressively, moving at a fast pace for an extended time. The way you use the term, it's not 
just for Rushing. It applies to Pushing too. (When players push to infinity, not when they take just one room.) 


When a player run&gun, he doesn't use a special set of moves. He uses the same moves as your SWAT poster-chad. He's 
just chaining them faster, and for longer. So how will nerf run&gun? With a vomit bar? If the agent rotates too much he 
throws up? No? You'd rather give arthritis to your SEALs? Great... | think your operator fantasy needs some new 
reference points. Because when there's a time pressure, CQB can go quite fast. 


Also, different types of players do run&gun. It could be anyone who wants to win the round, and is judging that the 
situation calls for speed, surprise and violence of action. Sure, it could be a (run &) gunner who is purely after run&gun. 
Even so, you have the wrong spirit. What you should say is "I feel a great swell of pity for the poor soul who comes into 
that building to run&gun." By all means, upgrade the tools against run&gun. Make it easier to punish. But don't think 
that you should eliminate run&gun. Punishing run&gun is the game. 


The war in the charts 

In majority, the bans are saying "we want to run&gun with no counters." But some Tacticians are managing to ban Solis 
instead of Mira. In attack, it doesn't matter who you bring. My theory is that attackers are always coordinated (enough). 
So it snowballs from the first engagement. When defenders try to turtle up, they are toasted. (It's always a half-turtle, 
due to the prevalence of gunners. But maybe a full turtle is doomed anyway.) Conversely, defenders do really well when 


they punish run&gun. And those guys, half of them become gunners in attack. (Which is why they will ban Fenrir.) But if 
you forget this "switch gear " phenomenon, you have a balance player base (33-33-33). 


So yeah, there is gunners, and there is punishers. And they seem to use the game at full capacity. Not alone, but as 
clashing opposite. | think that's cool. Maybe they're having fun. If not, | don't think it's because of run&gun. | think it's 
more a problem of teamplay, of communication, of different expectations. | think there's things that could help. 


Curving the Meta 

You want to go toward the Chess Meta? I'm down for it. You want to focus the game more on the fight at the wall, and 
less on punishing run&gun? Go to Topic 1. And then remove map ban. But you gotta put Emerald Plains or Lair in Pro 
League. Else, remove them from Ranked. 


Shooting in the dark 

| don't see any logic in the changes you've made to shift the meta. From my experience, the Angled Grip was barely used 
in Ranked. It wasn't the culprit for the TDM meta. So what was the reasonning in removing the choice "speed VS 
control"? 


Removing the 1.5x scope is not a bad thing. Now distance is a factor in a gunfight. But this change will have zero effect 
on the meta. If you are not a TDM player, you can add +8 to your chances (%) of winning a gunfight against a TDM 
player. It's not really noticeable in-game, and it won't change the playstyle of anyone. 


You've made the laser mandatory. As fun as it is, it will remind players that they need to play aggressively if they don't 
want to get revealed by the dot. 


Boldbeard. "We want the run&gun out of the game. We want tactical, strategic, focus, methodical play to be the 
center stage of everyone's ranked match, just like we are seeing up here on the stage." 


Run&gun can be tactical. It can be teamplay. It can be methodical. You're methodical when you don't skip a beat. But 
you can play at fast tempo. There was a lot of run&gun on the stage. And it looked fun. I'm helping you, the word your 
looking for is slow. You wanted to say "We're going to slow down the game." Obviously, we won't see more tactics, 
more strategy, more methodical play on the next stage. Just the same amount. But we're going to see players 
wondering if their operator is aiming, or if he is working out. 


Jiggle-peek is tactical. It's a technique to put chances on your side. Just like drop-shot, crouch-spamming, lean- 
spamming, etc. Not everything that is tactical is good for the game. In your head, the definition of tactical is "slow and 
methodical". (That's why you think that run&gun can't be tactical.) But it's a clouded vision. 


You could want a game that is slow and methodical, that's your prerogative. | just want to clarify the words for the 
purpose of the conversation. And from the changes you've made, | can only assume that you indeed want a slow and 
methodical game. Though, I'll venture it's due to a lack of perspective. 


Slowing down ADS is something that shouldn't be done in the first place. It's like removing all Céline Dion's albums from 
existence. Furthermore, it's something that will not bring you the desired endstate. You were operating under the 
illusion that less speed = more tactics. And this equation is false. In the sense that it won't add tactics to the game. It 
won't raise the level. It will not create a Chess meta. Players will not compensate for the dexterity loss by playing more 
strategically. 


TDM players 

They certainly exist. But | don't think they're as numerous as you fear. | don't think you need to remove the dexterity 
from the game so that your Tacticians can dispatch them. Like | said, you can drop the speed to "snail", they will be in 
the game, spawnkilling and camping. You'll need to set the shoot on "useless" for Tacticians to have a chance. At that 
point you've got a First Person MOBA. 


And if that's where you want to go, if that's where I'm leaving you, | still want to say thank you. For eight years, you've 
made a very good game. It doesn't happen without a ton of work, and high personal standards. | gotta respect that. 


To our point, it's worth remembering that people change. # TDM players could find a new interest in tactics. They will 
become older, slower, and out-gunned by the new kids. # Tacticians could decide to invest in their shoot. 


Players responsability 
Boldbeard. "Reckless play will not be rewarded. Methodical team-based strategy will." 


Maybe Team A is winning without method because Team B is bad. Or because Team B is playing recklessly too. Maybe 
Team B thinks run&gun is more fun than slow progression. It doesn't necessarily mean that run&gun is too strong. And 
it certainly doesn't mean that run&gun is bad. What if there is a method in the Team A playstyle? Just not the one you 
are looking for. What if following the rhythm of the pointman is the most reliable method accessible to Ranked players? 


The charts are showing that defenders who play turtle are the ones costing rounds. Castle, Mute, Smoke, Tubarao, 
Wamai, Jaeger, Kaid, Bandit. All playing the same old style that never worked. (Even during the utility removal 
simulator.) Turtle players were always carried by their roamers. They rely on (the wrong) utility, and they forget the 
tactics. If they were playing a more reactive defense, maybe it would shut down the run&gun. Maybe the Attack would 
play more slowly, less aggressively. 


Rationalization 

If Tacticians are asking for a buff of their tools, | can understand that. Let's do it. Doesn't harm. But if they are asking to 
nerf dexterity below the gold standard, they are not Tacticians. They are frauds. They are asking to not have an 
opponent. They should play a MOBA. 


Note that you will still hear some people complaining that the game is not tactical enough. They will find unfair to lose 
against an opponent who has an inferior level in tactics. It's coping. They don't want to face the truth. "If the shoot is 
strong in the game, then | should use my shoot." It's uncomfortable, because they realize that shooting is hard. That 
they're not good at it. It's never a pleasant feeling. 


Hey, maybe you can do something for them. Like pointing them towards Creators with the appropriate content. Or 
authorizing them to queue with console (mouse VS controllers), as long as their k/d stays under a threshold. 


Polarization 
What Steve thinks: Thomas is a bad player. He doesn't have a shoot, so he is playing behind utility like a coward. If he 
was pulling his weight, life would be easy. But he's too busy finding excuses. 


What Thomas thinks: Steve is playing wrong. He doesn't understand the game. He's not using all the tools, all the 
possibilities at his disposition to increase his chances. He is just going in, clicking heads. He could do that in any other 
game. He is ruining the game for everyone who wants to play right, because he is not cooperating. He always does a 
braindead push. When it works he thinks he's the best player to touch this game. When it doesn't work it kills our 
chances to win the round. Still, he will complain that no one is pushing with him. 


Sharpshooters & tactics 

By the way, Sharpshooters are better at tactics than you give them credit for. They're good enough to be able to use 
their dexterity. Sharpshooters know the spawnkills, they know the best entry points, they know the timings, they know 
what is an opening, and what is a death row. It's all intuitive stuff picked up through failure, but it's tactics all the same. 


And they had to learn to gunfight against utility. They didn't need to do that. They could go on CS, or CoD. If they stuck 
around, despite the frustration Siege threw at them, maybe it's for the challenge. Maybe they enjoy gunfighting people 
who pose a different threat than in other games. Wether they realized it or not, maybe they've found worthy 
opponents. 


And if Tacticians and Sharpshooters are only fighting each other, it's still a good reason to keep them both in the game, 
right? Players need opponents. But maybe they can also work together. If players can display their playstyle, that's the 
possibility for anticipation. | know roughly how this teammate will play, | can use this information in my decisions. If 


players can display their willingness to teamplay, that's the possibility for cooperation. And it's okay if | can't ask him to 
cut. | know | can count on him to smash. 


Maybe we can accept that different people have different taste, are after a different fun. That we don't have to play the 
same way to play together? 


The Rainbow 

If we do that, don't we fix everything? | mean, not the cheaters, not the servers, not the musical tastes of Steve. But if 
Tacticians can see Sharpshooters as tools to put chances on their side, they can use them to dispatch TDM players. We 
only need minimal communication. When people complain that others are playing wrong, they are only complaining 
about their teammates. You don't complain about the opponent, making your life difficult, that's his role. People are 
complaining that they don't find teammates with the same playstyle as them. 


There is two solutions to this problem. #1 Teamfinding. #2 Adapting. In both cases, we need better tools for teamplay. 
In both cases, players need reevaluate their expectations. Because news flash: "The others, they're as bad as you. And 
just like you think they're worse than you, they think you're worse than them." 


- It's not that Sharpshooters don't use tactics. They simply use gun-centered tactics. 


- It's not that most players are TDM players. They simply don't have valid alternatives. 


You want your Chess meta? You need to make team-based tactics and utility-centered tactics more useful and easier to 
use. Then maybe Tacticians will synergize with Sharpshooters. Run&gun is fun. So, as long as the gunplay is good, you 
will have players. You just have to show them the way. 


Hitting the wrong nail 

You've sacrificed immersion to add more tactics, so you're definitely not going for a Military Shooter. Then what's the 
play with cutting down dexterity? Are you going to turn Siege into a First Person MOBA? With a diet Shoot? Is this what 
you meant when you said: "We know where we want to take this game, and we want it to be the best damn tactical 
shooter on the planet." 


But, if you do that, if you underdose the mechanical skills, then what are the tactics worth ? If we are not FPS players, 
we are Role-players. We are just pretending. Do you realize how humiliating it is? We're going to be the laughing stock 
of video games. Nerds who polish their brain on their amazing strats that only work on a tied up opponent. 


The only way Siege make sense, is by letting Sharpshooters free to use their strength. Else, we can't make any claim of 
skill. No shooting skill, no tactical skills. We are not competing, we are self-congratulating. MOBA players, they don't 
claim that they can handle FPS players in an FPS game. If so, they prove it. Players of Military Shooters, they are vibing, 
doing their thing. They don't claim to have skills. Or maybe reenactment skills. And it's awesome that they're having fun. 
But we have an Esport. We have a reputation. Of an unforgivable attackers versus defenders hero shooter. The players 
who joined Siege, they knew its reputation. | think they came here to try their skills. 


We will know what our skills are worth when we'll invite players from CS, Valorant, Apex, CoD, and make them sweat. 
Not because we've tied their hands in their back. But because we know the playing field, and we brought our toys. 


When you say "We're gonna make shooting useless" you say "We don't beleive you can win against someone who can 
shoot." First: there is a lot of people in this game who can shoot, and they like that they can shoot. Second: fucking 
beleive in us. We want to combine shoot and tactics, that's why we are here. And some of us (not me) will be great at it. 


#saveSteve 


